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rounds-up reviews 
and rates every 
essential Amiga 
Web site on tiie 
internet 




9 770959 963091 



09 



PPaint 7.1 • Javascript • Art Effect 2 • Picasso IV vs CyberVislon 3D 
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AcnoN NEWS 52 

Mac game ports and Doom 1 & 2 could 
all be making their way to the Amiga. 
Only Amiga Action news has the details 



F15-II 



55 



Captain Poynton earns his wings and takes 
to the skies in another Guildhall re-release 



Foundation 56 

Amiga Action talks to the developers of 
this great looking Settlers II imitator 
and looks at an early version 

Aussie interview 58 

The second part of Action's in depth 
developer interview, which is why it 
is in two parts, pretty clever 

Grandpa jo 60 

I know the question that is on all your 
minds this month, what is grandpa Jo 
smelling of? Well for a change chicken 
soup, but he has got yellow teeth 

Hints and nps 62 

Are you the sort of person that 
gets perplexed by the complexity 
of the kitchen tin opener. Then 
you need some hints and tips 




Big red solution 64 

If you ran out an bought this top Amiga 
adventure game you might now be strug- 
gling. Well Amiga Action has the solution 
to part one, well almost 



Domain 



66 



Hugh Poynton looks at another magazine, 
hey, oh fine give them some free advertising 



Ueviews 

Picasso IV 



iS Personal paint 



Dan Winfield has a grin bigger than the 
uTeshire cat, no he's not on drugs, he has 
got a Picasso IV and a CyberVision board. 
Prepare for the definitive head-to-head 



The longest running Amiga bitmap paint package 
has a new update. Neil Mohr takes a quick look 





Art effect 2 ES Laser GUiDANCE__EZ] 



The greatest Amiga art package is new and 
improved, now with layers and virtual memory 



Hugh 'spook/ Mulder has another conspiracy 
CD to make him paranoid about the world 
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AlVII NET FATHER ED JAVASCRIPT. 

Jason Brown talks to the man that brought our 
favourite software collection into being, Aminet 
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Amiga browsers will soon have Javascript, 
and no doubt be crashing, but to prepare 
you here is an early tutorial 
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TilkinK You To Java 
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HE COVERDISK 

Crush your files 

Using this months main 
program you will have 
system wide file and 
disk compression 
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AddDataTypes - improved Datatype management 
MaxReset - Maximise system resources 
PrinterSpool - Spool files to your printer 



Simple Find - Find files quickly and simply 
ScreenMugShot - Grab screens and windows 
PlayDT - A flexible Datatype sound player 



□ 



News_ 



EGULARS 



The big news this month is that the first 
official Amiga clone is to be released by 
the German company Micronik 



EsP- 



Lots of reads from all over the world 
write to us over the Internet, and say 
stuff. You can read all about it here 




ACAS- 



Just a bit of advice, don't put a plant 
pot on top of your Amiga and then 
water it, the results are not good 



Public sector ES 

Pubic lice is what we affectionately call the 
good old PD section, why you ask, well Dave 
had this run in with the nit nurse and.,. 



Amiga 

AWARDS 



OVER 
STORY 



Amiga Computing doles 
out its own award for the 
best and worst in Amiga 
related Web sites 
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Running status is 
explained by Paul 
Overaa for you Midi buffs 



Dave Cusick takes a look 
at just what Javascript is 
going to offer Amiga users 



The ARexx seek function 
is explained by Paul 
Overaa, none stop fun 




Links are described in 
great detail in this penul- 
timate Publishing column 



^1 Run time libraries are 
■ rather important to the 
Amiga, Paul Overaa 
explains everything 

If you are thick at C then 
Paul Overaa continues 
his beginners series 
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Back issues 



Missed out on an issue of 

Amiga Computing? 

^m to page 30 
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Ofter having my PC Siamesed 
to my trusty A1200 for the 
last six months, 1 have 
started to wonder what 
exactly is it that makes the Amiga so 
special. If you read the letters page 
this month or if you are on the Inter- 
net, you always find one or two peo- 
ple that spring up shouting "Face it, 
the Amiga is dead, PCs are so much 
better" 

Why should anyone think a PC is so 
much better? Let's start with sound - a 
basic Amiga is equipped with four 
channel eight bit sound; M+ year old 
technology. The PC should, with its 
cutting edge 16 bit sound cards, stomp 
all over my A1200. Fact is, I have yet to 
hear the AWE 32 sound card produce 
anything better than my A1200. 

PC Midi tunes sound awful, like 
some sort of bastardised lift muzac, 
and game samples are generally (read 
always) sampled at 1 1 KHz. Plus the 
Amiga now has the AHI (come on 
Amiga Int. this has to go in the OS), so 
even a plain old Al 200/600/500 can 
have infinite channels at 14 bit quality, 
CPU power dependant and the Amiga 
can support any new sound card 
made for it. I say, PC no advantage. 

Processor power - this is a none 
argument. True, the 680x0 series is 
dead and even the 060 is years out of 
date, but once the OS is made proces- 
sor independent this will be irrelevant. 
DEC Alphas easily out perform Intel 
CPUs and PowerPC chips are far 
cheaper than either, just choose the 
one that suits your needs - 'nuf said I 
think. 

Graphics - I think this is a case of if 
we can't beat them, join them. Just to 
get this out the way the only advan- 
tage Windows has is that from the 
start it had RTG. A better way of 
putting this is that from the start the 
Amiga OS has been disadvantaged by 
being so closely tied to its custom 
hardware. What was an advantage so 
many years ago is now an unbearable 
burden. But this change from a closed 



The AC team 




Neil's been on the gin 
again, and this time 
he's steaming mad 



to open OS design is something to be 
welcomed with open arms as it gives 
you more choice. If you want a top of 
the range big budget card, go for it. If 
you are happy with the standard dis- 
play card, keep it. And then of course 
there is the 3-D acceleration of the 
new display chips, provided by plug in 
drivers. 

So what is left? Hard drives - we 
will use any size of SCSI or EIDE drives 
thank you very much. CD-Roms - 
hopefully the next OS will automati- 
cally recognise and mount any 
attached SCSI or EIDE CD-Rom. 

So far ifs pretty even I think. OK so 
the Amiga OS is a little lagging behind, 
but what do you expect after years of 
neglect, tiny development teams and 
small budgets, while Windows has had 
the complete opposite thrown at it? 

However, there is a real killer that 
Windows can never escape. The Amiga 
OS was developed to run on the 
68000 processor and the core of the 



OS has never changed. Even if you 
accept that a PowerPC port may result 
in it having to be written in C, this will 
only reduce the performance by three, 
but there is no reason for it not to be 
written in PowerPC assembler - the 
return will be worth the effort. While 
the core of Windows was developed 
on fast 486 and Pentium systems. 

So what?. Well, the Amiga OS and 
GUI were written to be responsive run- 
ning on a processor that can't even 
deliver 1 MIP. Windows was developed 
on systems that produce at least 30 
times that power and was made to be 
responsive at that level of power. 

I have an 060 Amiga and, even with 
AGA, I am never left waiting around, 
unlike with my 200MHz PC. A fully 
native PowerPC Amiga is going to 
blow your socks off. 
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We regret Amigo Comfxjling cannot offer 

technical help on a personal basis either by phone 

Of in writing.AII reader enquries should be 

submitted to the address in this panel. 
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each month with the most dedicated 
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Late Night Opening 

I Wednesday & Thursday ] 

till 7.30pm 
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open Sunday 
^1 1 am to 4pm 



•2-4 Week Days £3.99 

•Next Week Day £5.99 i 

•Saturday Delivety £ 1 4.99 

Del/very subject to stock ovoWaW/ity 

SHOWROO/V! kDDRESS', 
FIRST COMPUTER CENTRE, ^ 
DEPT. AC, UNIT 3, ARMLEY PARKCT, 
STANNtNGLEY RD, LEEDS, LSI 2 2AE 



COMPUTER CENTRE 



Te/:0II3 2:^1-9444 



Lombardl 
Finance f 



EASY ACCESS FROM M62, M 1 jnd A I ^ 

JIRKSTALI an. 




SWtTCM HE^? 



(E 



ijfcr, I- nMI FrwntfceMlfolfowiipjwiwMill. Take AMI ElUmJRd 
tumoflfrofn Mil I . FoMow sifm (or ASI. Thii mtfpi wiA the Armley rfntorihtm 

L Thii mtrgM with the ASB (by-piSiing town centre) wtikh meets Armley gfntory. 



AUTHORISED REPAIR 
CENTRE 

We offer aFREE 
quotation on your Amiga 

or any peripheral 

(monitors, printers etc). 

A delivery tariff of just 

£5,00 Is charged or 

alternatively you can visit 

our showroom. We can 

also arrange a courier 

pickup at an additional 

cost of £11.00. 

OPEN7DAYSAY/EEK 




|E-Mail: sales@firstcom.demon.co.uk FAX:0 1 1 3 23 1 -9 1 9 1 BBS:0 1 1 3 23 1 - 1422 



Hard^vare 



Amiga Magic Packs 

Includes, Wordworth V4SE, Datastore, Organiser, 
Turtoocalc 3.5, Personal Paint V6.4, Photogenics 1 .2SE, 
Pinball Mania , Whha & now also Directory Opus 4. 1 2. 

A 1 200 - 2Mb Ram - No HD £299.99 

A 1 200 - 6Mb Ram - 260Mb HD£429.99 

A 1 200 - 68030EC/40Mhz - 1 0Mb Ram - 260Mb HD - £549.991 

AI200-68040/25Mhz- 18Mb Ram- 1.3Gb HD - £699.99 

AI200-68040MOMhz- IBMbRam- l.3GbHD - £799.99 

All HD Versions Include Scala MM300. All 68040 Ver. Inc. 250watt PSU 




Part-Exchange 

First Computer Centre will offer Part 
Exchange on your Computer Hardware 
& Peripnerals, eg Monitors, Printers & 

Memory etc Call for pricing. 

2nd User Bargains Available 

Totally re-furbisned Units with a 

minimum 3 month warranty for sale, 

^also all your Spares/Repairs catered for^ 



2nd User 
Bargains 

• Commodore tO84's£l30 

• Printers from £30 

• Amiga's 500/+'s from £50 

• AISOO's from £150 

• AmigaAI200's £180 

• Multi-Sync monitor £180 

• Inkjet's from £90 

JB Accelarator card's £80 



Hard Drives 



3.5 ' Hard Disk Drivesl 

IDE SCSI 

1 .2Gig...£ 1 44.99270Mb £99.99 

1 .7Gig...£ 1 59.99 540Mb £ 1 49.99 

2. 1 Gig...£ 1 69.99 1 .8Gig £249.99 

2.5Gig... ' 2. 1 Gig £397.99 

^3.2Gig... 4.3Gig £862.99 



Build Your Own 
SCSI Hard Drive 

> SCSI case with built in PSU £49 
• SCSI Hard Drive, Select from ab 
» SCSI Squirrel Interface £45.00 

> 1 2 Month V/arranty. 



2.5" Hard Drives for 

A600/AI200 with 

Installation kit 

S^Seagate cox'a/em 

80Mb,...£64.99 1 30Mb„..£80.99 
l70Mb...£85.99250Mb,.£l 19.99 
420Mb.£ 1 29.99540Mb..£ 1 39.99 

810. £149.99 I. OGig..£ 1 79.99 

1 .4Gig..£ 1 95.992.2Gig..£322.9^ 
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Memory 



LOWEST PRICES EVERlJ 
AI2004MbRAM £70.99 
AI200 8MbRAM £89.99 
33MhzCoProadd£25.00 



4 Mb 72 Pin SIMM 
8 Mb 72 Pin SIMM 
l6Mb7ZpmSIMM 
32Mb72pinSIMM 
1Mb 30pm SIMM 
4 Mb 30 pin SIMM 
256by4DRAM(DII-s) (e 

256by4ZIPPS (e , 

Part exchange available on your 
^ old memory. Call for pricing. 



Accelerator Cards 
Blizzard 1 230-50 £109.99 
Blizzard 1260-50 £369.99 
Blizzard SCSI Kit £69.99 
Viper IV42Mhz £89.99 
Cyberstorm-50 £449.99 

New!!200Mhz Card,...Call 



Monitors 



lir 1701 £399.99 

"J^ fi 17 " Multi-Sync Monitor, 
^eVr > Lowest ever price. 

Low ^^ «— 

IAM[G/ 

New 

Amiga 

iMonitors 

Multi-Sync Monitors 
I4" 1438s £259.99 

1 4" Monitor Includes Built In Speaker 



CD ROM Drives/Squirrel I/face 




a^CD ROM Drives 




ItFa 6 Speed IDE £149.99 
Ultra Drive Kit £99.99 



IT 



Squirrel scsi-ii 

lnterface*£45.00 

Vhen bought with any SCSi devk' 
£S4.9frf bought ieparatp 



SurfSquirref 

SCSI-II Interface 
*£79.99 



'onT£69.99 

* *CSI Controller required to 



Disk Drives 




£121.99 



•SCSI Iff ace St adaptor may be ma. a 

Zip Tools Driver Software Suits 
, Zip & Jazz Drives C 1 6.99 



iXmiga External dnve£44.94 
Power XL 1.76Mb £69.9? 

A I 200/600 Internal drive£34.9? 
S00/50Q+lnternaldrive£34.9< 



ijiPl 



Octagon/GVP SCSI Card £99.99 

SCSI-II Interface card for Wgbo* Amiga'* A4O00n00C ptc 



Internal SCSI CD ROM 
SanyoCRDxI £24.99 



Toshiba 570 1x12 
TeacCDxl6 



£112.99 
£133.99 



^mi 



iu* 



Pro-GRAB Only...£99.99 

24 RyTpCMCiA adaptor £39.99 



Peripherals 



Mega Mouse+ 400 dpi ( 3 button) £ I 2 9 

Amiga Mouse S60dpi (3 button) £12 v 

Quality Mousemat (4mm) '^J V 

Golden Image Am/STTrackball 1 ' 

ZyFi-2 Speakcri (6 watts/channel) 

ZyFi Pro Speakers ( 1 6 watts/channr I) 

Roboshift (Auto mouse/J. stick switch 

68882 Co Pro 25mh2 PLCC 

68882 Co Pro 33mhzPLCC 

Zipstick Joystick 

Saittk Megagripll 

PRIMA A500 S 1 2J( RAM no dock 

PRIMAASOO+IMbRAM 

PRIMAA600 I Mb RAM no clock £2? • 



Amiga Modulator £34.9^ 
Amiga Std. PSU £29.99 
Heavy Duty PSU £59.99 



Printers/Flatbed Scanners 



Consumables 



Canonl EPSON 



Canon BJ30 £159.99 

Portable memo printer, 30 page ASF built in. 

Canon BJCTOColour £185.99 

Portable colour printer, 30 page ASF. 

Canon BJ240C £150.99 

Colour Printer, 720 dpi. 

Canon B)C4200 £199.99 

New vipriion, with Phoio R<'aJitdi Cart. Option 

Canon BJC4550 £369.99 

A3 vcnion, with Photo Healiim C.irt Option 

Canon BJC620 £249.99 

Enhanc^tJ eoliitur printer. vinu.il 720 dpi. 

HEWLETT*] 
PACKARD 



fVl 



Stylus 400 Colour £189.99 

7201(720 dpi, Appm 6lac4<, 3ppm Coloiur. 

Stylus 600 Colour £259.99 

I ^40dpl, 6ppm Black, 4ppm Coloijtr. 

Stylus 800 Colour £399.99 

I 440dpi, Spprti Black. 7pprri Colour. 

Epson GT-5000 Scanner £269.99 

Entry l<>vr-l A4 Colour Flatbed Sonn^r. 

~.T-8500 £399.99 

■lOOdpi Full/ featured A4 Colour Flatbi-dSc.iruu r 

;i, :icanning S.ware £59.99 



CITIZEN 



HP340C Portable 

Full Colour, &00dpl Mono. 3et 



£179.99 



si Col. 



ABC Co I 

Simpte(,isi 



£119.99 

■ ■ 24 pin printer, 



HP400Colour 

Full Colour, 600 dpiMon. 

HP 670 Colour 



£139.99 

300 dpi Col. 

£154.99 

ng, not* ('VPn faitc r, 

£350.99 

mono, 3p'p/ni colour 

£279.99 



600xiOO dpi up to 6 p/p/i 

HP5L Laser printer 

4 p/p/m, 600 dpi. I Mb of Ram. 

HP6PLaserprinter £585.99 

■ piplm 600 dpi, 2Mb of Ham . 



Studio 2 New ver. 2.14 

"If you want Co get ttie b«n poaibtt r*iu^ 
frorfi vour pn/n(er, e«I a copy of Studio". 

£49.99 or £44.99 When 

purchased with a Printer. 

Turboprint 5 £49.99 

or if bought with Printer £44.99. 



ACCESSORIES 

Printer Switch Box 2 way ^ 
Printtr Switch Box 3 w.iy 
1 .8 Mi'tru printercablc 
3 Mtfiri; printer cable 
5 Mctreprir»t(.'.rcable 
lOMttruprinttTcablc l 



Epson Iron-On Transfc 
Epson 720 dpi Paper Pai 



non T-Shirt Transfer ' I ' 

Canon BC-06 Photo Cart. £2?' 

ion BC-09 Fluorescent £24. '5, 

Canon BC-22 Photo Kit £37.9 

Canon BC-29 Fluorescent £32"^' 
Canon Bobble Jet Paper 1" 



HP DJ690 Photo Cartridge 
HPPhotogrnphy Paper 
HPBanmrPaper LlSi 

HP Deskjet Paper Pack S00£ I 0.99 
HP Prtmium Glossy Paper £9.99 

PREMIER-INK 

Ink Cartridge Refills 

Single rcHlls (22ml) 
Twin refiils (44m0 

Three colour kit (6 Am I) 
" colourkit (aSml) 
k refills (125 ml) 




Ink Cartridges 

CanonBJI0/ScarSJ48 
Canon BJ200a30/240 
C,iiionBJ30(3pack) 
Canon BJC 70 mono (3 pack) 
Ciinon BJC 70 colour (3 pack) 
Canon BJC 4000 colour (single) 
Ciiion BJC 4000 mono (single) 
Canon BJC 4000 mono high cap. 
Canon BJC 600 mono/col. 
Citizen Printiva mono/col. 
Citizen PrintivaMetallics 
Citizen Projet lie mono/rol. 
HP. Deskjet 340 mono/col, 
HP.Deskiit400 mono/col, 
HP.De ikjet 50O mono^col. 
HP. Deskjet 660 mono/col. 
HP. Diskjet 650C mono/col. £27. 
Epson Stylus 800 mono 
Epson Stylus mono/col. £'3. 

Epson Stylus Col. Ms mono/col.£I 7 
Epson Stylus 500 mono/col, £14. 
Epson Stylus 400 mono/col. Hi. 
Epson Stylus 600 mono/col. £14. 
Epson Stylus 600 mono/col. £19. 
Star SJ I 44 mono/colour (single) 



Ribbons 

' Citizen Swift/ABC mono 
' Citizen Swift/ABC colour 
■ StarLC90mononbbon 

Star LCI 0/1 00 mono 

Star LCI 0/1 00 colour 

Star LC240c colour 

StarLC240cmono 

Star LC240 mono 

Star LC24- 1 0/200/3O0 Coloi.ir 



nkSpi 



tyfori 






£3.99 
£(2.99 
£4.99 
£3.69 
£7.99 
£13.99 
£8.99 
£5.99 
£13.99 
£1(99 



Disks 



£21 
£22. 
£22. 
£23. 



F.fold or S. sheet 500 sheets 

F.fold or S. sheet I 000 sheets 

F.fold or S. sheet2000 sheets 

lality Inkjet Paper (500) 



95/£26.99 
99/£24.99 
99/£24.99 
99/£25.99 
49/£2B.99 
£11.99 
99/£27,99 
.99/£24.99 
99/£24.99 
99/£l9.99 
99/£ 19.99 
99/£l9.99 
£7,99 



£6,99 
£12.49 
£2 1 .49 
£10.99 



Software 



F. Writer Lte £19.99 

Wordworth 6 £39,99 

W.orth Office £49.99 

Mini Office £29.99 

Final Calc £64.99 

Final Writer 97 £49.99 

Twist 2 £74.99 

Dir. Opus 5.5 £45.99 

Pro MIDI I/face £19.99 

MegaLoSound £24.99 
Aura 8/16 £29.99/£74.9 

Technosound Pro £29. 9v 

Network PC £17.99 



BulkDSDD 

J Ox £3.49 1 00 X £26.99 
30 X £9.99 200 X £49.99 
50 X £14.99 500x £114.99 

Branded DSDD 

no X £4.49 1 00 X £3 3.99 

30 X £11,99 200 X £64.99 
50x£l7,99 S00x£ISS.99 

Bulk DSHD 

10x£3.99 IO0x£29.99 

30x£l0.99 200x£55.99 
SO x£ 16.99 500x£l29.99 
Branded DSHD 
10x£4.99 I00x£35.99 

30x£l2.99 200x£69.99 
50x£l8,99 500x£l59.99 



^»^..A^i,w £6.99 
Labels X 1 000£9.99 



Modems 



Software 



Miscellaneous 



PRIMA 



IV34+ Fax 
Modem 

S Price/Performance 
33.6 Baud RatetClass I Fax 
BABT & CE approved. 

Complete with cables & Amiga BBS Software 

bUriwdrc: iiiCciii«:i. csOiCwai t jU»tG, 

with 30 Days Free InternetTrial 
^Only £9.99, if bought with Modern^ 



GPFax 

Net&Web 

Net&Web II 

iBrowse 

Net Connect v2 

Voyager v3 



£44.99 
£29.99 
£66.99 
£24.99 
£49.99 
£23.00 



PRIMA 



rhe Prima 
ATOM 



Modem Accessories 
Phone Line Extension Cables 
5m£6.99 I0m£8.99 I5m£l0.99 | 
Dual Socket Adaptor..£6.99 J 



I •High Quality 200 Watt PSU. 
•Colour Co-Ordinated Casing. 
•4 X The Power of Std. Amiga PSU 
• 1 2 Month Warranty. 

Now Only^_^ . _, 
^£59.99* 
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CDRONSoftware 



AGA Experiencf- 3 NFA 


t i i.S'? Golden Demo^. 




Octamed oar Sounds iLrr 


1 


AGAToolkit97 


: 9'/ Horror Sensations (18) 




Oct.imu'd Sound Studio 




Ami;'.i Dcsktnp Video 2 


:i '.v"ltuo-thL>-Net 


i \; ; 


Oh Yu;. Mnre Worms 


... 


An\i\;i Di.>vi'lopersCD 


', lri^ight Dinosaurs 




PCX k86 Emulator 


£49 V 


Amiga Ri'pair Kit 


Kara Collection 




Photogenics 2 


£39 ' 


AmiNL't 14/15/16/17/18 


-! / U-armngCLin/e 


-.17-9? 


P^t^,^normal Encyclopedia 


£1 / V 


AmiNtt Slit 1/2 


il> /■ UphtROM4 


£l/.99 


Prim.TSh.-irtwarel CD 




AmiN(JtSet3/4 


£2V ?. Light ROM Gold 


£12.99 


Retro Gold CD 




Arcadf Classics Plus 


£12,;' Magic Publisher 


£39.99 


Sc(-FiSfnr.ation 2 




Assassin>CDVol.3 


£ 17.99 Magic WB Enhancer 


£8,99 


Space & Astronomy 


tie'. 


C64Siiis,uionsv2 


£ 16.99 Meeting PLMrtr.v4 


£8.99 


System Booster 


£ 1 7 ■> 


CardG.imi.NCD 


£ 11.99 Miami & In To The Net 


£27,99 


TheSpertrurnCD96 


£16., 


EmuLuors: Unlimited 


£17.99 Mods Anthology 


£23.99 


The Personal Suite 


£17 V 


Encounters 


£12.99 Multimedia Toolkit 1+2 


£17.99 


WorW)enchAdd.Ons 


tic- 


Epic Collection 3 


£17.99 Network 2 CD 


£12.99 


Women Of The Weh 


aor 




^3^ 


X-CD 


u^ 
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®icroniK Computers surprised the Amiga 
community this week by announcing 
that it was launching the first official 
Mmiga clone since the Gateway buyout. 
The MicroniK Infinitiv, although based on the 
A1200 chassis, will be housed in a special snap- 
and-click tower case enabling the user to easily 
upgrade the machine. 

Three models will be available. The Infinitiv 
A1500 will boast the A1200 motherboard, bus 
board Zorro li/lll, five Zorro slots, one PC-ISA slot, 
two PC-PCI slots, one video slot, one SCSI-2 con- 
troller and one CPU slot (A3000/4000 32 bit). 

The next model down, the Infinitiv A1400 will 
offer five Zorro slots, two PC-ISAS slots, 2 PC-PCI 



OFFICIAL Amiga 
"clone" 

slots and one video slot. The most basic model, For more information call MicroniK on +A9 (0) 
the Al 300 will come without the bus board but 2171 72 45 or visit their Web site at 
will allow quite easy upgrades. http://www.micronik.de/ 




Qyetech launches 
interfaces and accessories 

Eyetech has just launched a new range of interfaces and accessories that should make life easier for those want- 
ing to build their own A1200 tower systems. Currently, if you want to build your own A1200 tower you've got to 
use either an adapted case or carry out a DIY conversion using PC peripherals. This can cause considerable diffi- 
culties as there are intrinsic differences between A 1200 and PC peripherals. 

The new Eyetech range promises to make the task less stressful. The EZ Key adapter plugs into the Al 200 moth- 
erboard's existing ribbon con- 
nector on to a hard drive or 
floppy drive power connector. 
Once this is done any Amiga or 
PC keyboard will be automati- 
cally detected by the inter- 
face's five pin DIN 
connector. 

Eyetech has also developed 
an EIDE buffered hard drive 
interface which will be com- 
patible with virtually all accel- 
erators, hard drives and ATAPI 
CD-Roms, allowing a total of 
four hard drives, CD-Roms or 
cartridge drives. In addition, 
floppy drive and parallel port 
interfaces are available. 

All the Eyetech products will 
fit into the tower shield with- 
out modification. For more 
information phone Eyetech on 
0164 271 3185 





ASTEST EVER 



ACCELERATOR 

Eyetech Croup Limited has announced 
that it is to start shipping the latest 68X 
processor. The 68060 processor will run 
at 66IV1HI and has a performance rating 
of over 51 Mips (Millions of Instructions 
Per Second) making it the fastest 68x 
accelerator yet. It comes with an asso- 
ciated install disk which puts all the 
060 libraries in place and an MCP 
installer. 

For more information phone Eyetech 
on 0164 271 3185 



LADDIN 4D 

Nova Design Inc. has begun shipping the 
latest version of its successful Aladdin 4D 
package. Aladdin 4D 5.0 will include a 
host of new features including advanced 
tools for modelling volumetric gases and 
particle systems and features such as a 
new Amiga DOS 2.1/3.1 style interface, 
and support for all Amiga display modes. 
Nova Design is also offering ImageFX for 
Aladdin owners. Those updating Aladdin 
to v5.o will be able to purchase 
ImageFXZe for SI 24.95. 

For more information call 804-282- 
5868 or fax (804) 282-3768. 



[^EW AT HIQ 

HiQ has announced that its Siamese System now supports Alpha based WindowsNT work- 
stations. The system uses a Windows95/NT PC in conjuncture with an 020+ Amiga. HiQ sup- 
plies software which enables the Siamese system to use one monitor, mouse, keyboard and 
printer. The Siamese RTG allows the user to re-target Amiga screens to the Windows desk- 
top in resolutions up to 2048x2948. 

In addition, HiQ has revealed it is in the final testing stage of the Siamese TCP/IP Ether- 
net/Internet connection. Now Siamese Systems will support the TCP/IP protocol for trans- 
ferring all file data, Screen Re-targetting and other Siamese Systems. 

The Ethernet link will allow any Win95/NT system to run the Siamese System software 
from an Amiga as long as they are both linked via Ethernet and have TCP/IP stacks available. 
So far tests have shown file transfer rates of over 500Kbytes/sec on budget Ethernet cards 
and the Siamese RTG system positively flies. 

For more information on Siamese Systems take a look at the HiQ Web site at 
http://wvvw.siamese,co.uk/ or for more info on Alpha http;//www.alpha.digital.com/ 



NETCOM 

OFFERS X2 
TECHNOLOGY 

NETCOM, the world's largest independent 
ISP has upgraded its modem technology 
to x2 standard. The new x2 technology 
means that NETCOM customers can have 
a connection speed of 56kbps - the 
fastest currently available. 

In conjuncture with this, US Robotics, 
makers of the x2 modem technology has 
decided to start incorporating the x2 tech- 
nology in all its future modems. A deal 
has been agreed between NETCOM and 
US Robotics so that the ISP can offer the 
USR Sportster Flash modem to its cus- 
tomers for a special price of £146.38 
excluding VAT 

According to Roy Lee, NETCOM's prod- 
uct marketing manager, 'NETCOM took a 
decisive technological lead by supporting 
US Robotics in its development ofx2 
modem access. ''Now that the technology 
is available, we aim to ensure that our 
customers take advantage of it as quickly 
and efficiently as possible." 

According to market analysts, Apple 
Computer's stock has dropped to a new 
all time low. June saw Apple's shares sec- 
ond consecutive 12 year low, the result of 
a key done makers decision to start ship- 
ping PC compatibles. Power Computing's 
Securities and Exchange Commission 
recently announced its intention to enter 
the Intel chip based personal computer 
market. 

Power Computing's decision further 
weakens Apples corporate position - at 
the moment Apple's share of the personal 
computing market is low as 5 per cent. 

Crazy key 
rings! 

Bandai, the Japanese toy maker, is to 
launch a series of computer games 
aimed at twenty and thirty somethings. 
The key ring mounted games are all 
recreations of the simple but addictive 
games most people can remember first 
playing on a Spectrum or Vic. 

Tetris Jr. will be Bandai's first release 
and will feature a shrunken down version 
of the simple yet addictive '80s classic 
Tetris. Following this, Bandai will be 
releasing Space Invaders and Block 
Breaker (a breakout clone). 

Al! three games will be available from 
toy stores and will cost about £7.99 each. 
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Qetro tyschtschenko reassures 
australian amiga users 



Petro Tyschtschenko, head of Amiga 
International, revealed something of the 
Amiga's long term future in his speech 
to the Australian Amiga Gathering '97. 
Although much of the address reiterated 
what had been said at the recent Lon- 
don and Atlanta Amiga shows, there 
were a few nevj revelations. 

Tyschtschenko highlighted the three 
basic elements of Amiga's future corpo- 
rate strategy. Gateway and Amiga will 
work to support the existing Amiga 
community, levering the existing Amiga 
technology through broad licensing and assist in the 
development of new products for the home computer 



MIGAZONE 
EXPANDS 

AmigaZone, the long running Amiga Web site 
and ISP, has just introduced a host of new fea- 
tures and special offers. The site which was 
founded in 1985 by Harv Laser has introduced 
a S19.95 per month membership fee which 
enables you access to everything on the site. 

The site carries all the Amiga Usenet News- 
groups and message bases for Amiga-oriented 
mailing lists. The lists can be read on-line via 
AmigaZone's text-style BBS interface or with 
your chosen browser in our Web interface. The 
Web site has also just introduced an on-line 
image thumbnail maker which allows you to 
view images without having to download them 
first. 

In addition, AmigaZone is running weekly 
contests held on Sunday nights in which you 
can win software and hardware, The monthly 
fee of $ 1 9.95 gives you your own Amigazone e- 
mail address, a text style BBS interface, Web 
browser interface, access to the Amigazone pri- 
vate FTP site and POP server. 

Included in the fee is a full CalWeb UNIX shell 
account with all the standard UNIX shell tools 
for e-mail and news and lOMb of free storage 
for your own Web site should you want to build 
one. For more information call AmigaZone on 
1-800-509-9322 




and video/graphics market. 

He told the gathering that Amiga was 
currently Identifying candidates to man- 
age Amiga's R&D department and how 
best to run any future research efforts. He 
also stated that Amiga was interested in 
working with companies such as Phase 5 
to develop one unified Amiga standard. 
The Amiga International president used 
the speech to reveal the companies short 
term plans, discussing in some detail the 
recent Micronik licensing agreement. 
A transcript of the speech is available 

on the Amiga Web Directory at http://www. 

cucug.org:/atnews.html 



LJUTCH RIVAL 
PLANS 

COMMODORE 

I 

TAKE-OVER 

Tulip Computers, the Amsterdam 
based computer manufacturer, has 
announced that it is in negotiations 
to tal(e over Commodore. Tuiip Com- 
puters, already on of Europe's largest 
computer manufacturers said that the 
planned take-over would boost its 
earnings per share, push its annual 
revenue over 1 billion guilders ($515 
million) and might well be financed 
by a S15.4 million share issue. 

Under the take-over agreement 
Tulip and Commodore would retain 
their own brand names and focus on 
different parts of the computer mar- 
ket. Tulip would continue to aim at 
the professional market whilst Com- 
modore would concentrate on selling 
to small businesses and the home 
market. 

After going bankrupt in 1994, Com- 
I modore company has been concen- 
trating on retailing PC clones. 




Ui\ R HARDWARE LAUNCHES 
RETAIL ESCORT V4. 1 



The New York based Amiga software developers, Mr 
Hardware Computers, announced that a demo of their 
forthcoming Retail Escort v4.1 will be made available 
on the Aminet. 

Retail Escort is a professional business management 
tool for the Amiga and is designed to be as intuitive and 
easy to use as possible. The system includes features 



which can handle Accounts Receivable, Accounts 
Payable, Business Reports, Checking Accounts, Credit 
Cards, Invoicing, Inventory Control, Order Tracking, Price 
Quotes, Label Printing and Mail Lists. 

The demo will be posted on the Aminet under the 
name of RE41 DEMO. 



1 997 - GOOD 

YEAR FOR 
DEMON 

Demon Internet, the largest European 
ISP, has announced that it has topped 
the 100,000 mark in the first few 
months of 1997. According to a recent 
press release. Demon Internet now 
hosts more Web sites in the UK than 
any other ISP. The Web server now 
hosts 2,500 commercial Web sites and 
20,000 sites as part of Demon Internet's 
homepage service. 

Demon plans to develop services to 
suit the non-technical/first time user 
market so that by the year 2000, a mil- 
lion customers will be using the ISP. 

BTA WEIRD' 

WEBSITE 

AWARD 

The British Tourist Authority has 
announced a new competition to find 
the most unusual representation of its 
Web site. The most unusual representa- 
tion will win £1,500 of computer equip- 
ment and the entry will be reproduced 
as a promotional postcard for the Web 
site. 

Apparently, the competition organis- 
ers are looking for a striking way to 
reproduce the Web address in an 
unusual medium. "A school might create 
the address using all of its pupils and 
taking an aerial shot of themselves, for 
example we've even been approached 
by a chap who does sky writing to paint 
it in the sky" said BTA spokesperson 
Laurence Bresh. 

Anybody interested should contact 
Sara Stewart at The Wright Partnership 
on 0181 742 7800. 

New SfE)RGE 

PROTECTOR 

Jo Jo UK Ltd has announced the 
launched of its latest surge and spike 
protector Surges and spikes ~ irregular- 
ities in the electrical power supply - can 
cause vital data to be lost from affected 
computers. 

Called Surge & Spike, the protectors 
are built into extension sockets 
and offer 13 amp capacity. 

For more information call Jo Jo on 
01933 675333. 
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1 MILLION POUND 
STOCK CLEARANCE! 



MAINBOARDS SOUND CARDS 



Exc Vat 
INTEL CHIPSET VX/5 1 2 £52.00 
INTEL CHIPSET HX/5 12 £60.00 
INTEL CHIPSET TX/5 12 £69.00 



Inc Vat 

£6L10 16 BIT 

£70.50 32 WAVE 

£81.08 SOUND BLASTER 16 



Exc Vat Inc Vat 

£i3.00 £15.28 

£39.00 £45.83 

£39.00 £45.83 



FAX/MODEMS GRAPHICS CARDS 



DIAMOND 33.6 VOICE £40.00 £47.00 

EXTERNAL 33.6 £60.00 £70.50 

US/ROBOTICS 33.6 £75.00 £88. 1 3 

US/ROBOTICS 33.6 ext £ 1 20.00 £ 1 4 1 .00 



I MB DIAMOND 
2MB DIAMOND 

1 MB GENERIC 

2 MB GENERIC 



£19.00 £22.33 

£27.00 £31.73 

£13.00 £15.28 

£23.00 £27.03 



MONITORS HARD DRIVES EIDE 



DAEWOO 14" £99.00 £116.33 

DAEWOO 15" £159.00 £186.83 

DAEWOO 17" £280.00 £329.00 

ALL DAEWOO MONITORS 

CARRY A 3-YEAR ON-SITE 

WARRANTY 



L2GIG 

2.1 GIG 
2.5 GIG 

3.2 GIG 
3.8 GIG 
5.1 GIG 



£105.00 
£117.00 
£145.00 
£165.00 
£180.00 
£245.00 



£123.38 
£137,48 
£170.38 
£193.88 
£211.50 
£287.88 



4 MB SIMMS 
8 MB SIMMS 
16 MB SIMMS 
32 MB SIMMS 
I MB 30 PIN 
4 MB 30 PIN 
16MBDIMMS 
32MBDIMMS 
64 MB DIMMS 



£10.00 
£21.00 
£45.00 
£99.00 
£5.00 
£17,50 
£45.00 
£99.00 
£199.00 



£1L75 

£24.68 

£52.88 

£116.33 

£5.88 

£20.56 

£52.88 

£116.33 

£233.53 



MEMORY PROCESSORS 



INTEL PI 33 
INTEL PI 66 
INTEL P200 
MMX P166 
MMX P200-^ 
CYRIX PI 66+ 
CYRIX P200-^ 



£82.00 
£125.00 
£189.00 
£179.00 
£299.00 
£55.00 
£75.00 



£96.35 
£146.88 

£222.08 

£210.33 

£351.33 

£64.63 

£88.13 



CASES 



CD ROM DRIVES 



MINI TOWER 200W/PSU £18.00 £21.15 

MIDI TOWER 200W/PSU £25.00 £29.38 

FULL TOWER 200W7PSU £48.00 £56.40 

ALL CASES ARE CE APPROVED 



6 SPEED 
8 SPEED 
16 SPEED 
AUDIO CABLES 



£32.00 £37.60 

£32.00 £37.60 

£52.00 £61.10 

0.55p 0.65p 



MISC 



KEYBOARDS & MICE 



105 KEYBOARD 



FLOPPY DRIVES 



£11.00 £12.93 MOUSE 



£6.00 

£2.25 



£7.05 
£2.64 



WE HAVE A PRICE 

PLEDGE POLICY - 

WE WILL NEVER 

KNOWINGLY BE 

UNDERSOLD. 


" 2 o so 


tJ 5 O OO 


PH CIRCULAR ROAI 

1 345 6 
I 345 6 


Lh 1 QO QO 


S' 

\G WAY, 

: 01 
: 01 


Ga 

18-22 STERIJ] 

FAX 


DELIVERY CHARGES 

SMALL CONSUMABLES AND SOFTWARE 

ITEMS UNDER TlMi VALUE OF f:59 PLEASE 

ADD £3.50 P&P. OTHER ITEMS EXCEPT 

lasi:rs, nhx r day courier service eio 
pivR box. on shore and highlands, 

PLEASE CALL FOR A QUOTATION. IN 

ADDITION WL 01 I l-R THI' FOLLOWING 

EXPRESS SERVICES: SATURDAY DELIVERY 

NORMAL RATE PLUS CI 5 PER BOX, 
MORNING. NI'XT DAY NORMAL RAIT: PLUS 

£10 per box. h&oe prices are subject 
to chanc.i; without prior notice. 
alltrai)i;m\rks.\cknowleix]e;d. 

TRADERS TERMS & CONDITIONS 
AVAILABLE UPON REQUEST. 

2% CREDIT CARD SURCHARGE APPLIES 

TRADE AND EDUCATIONAL ENQUIRIES 
WELCOME 

PERSONAL CALLERS WELCOME 



Extracting 
Cover Disk 

FILES 



Before putting the cover disks anywhere 
near your computer, write protect them 
by moving the black tab in the top cor- 
ner of the disk, so you can see through 
the hole. Doing this makes sure you can- 
not damage your disks in any way. There 
is also no reason why the cover disks 
need to be written to, so even if the 
computer asks you to write enable the 
disks, don't do it 

To extract any single archive, simply 
double click its icon, and follow the on 
screen instructions. If you want to 
extract the program to Ram, select the 
NOVICE level on the welcome screen, 
and press proceed once on the current 
screen, and then again on the next The 
program can then be found in your Ram 
disk. Normally most programs need fur- 
ther installing, so read the documents 
on how to do this. 

Hard Drive 



Users 



Hard drive users do not have to boot 
with the first disk, but you must make 
sure you have the Amiga's installer pro- 
gram in your C drawer. To make sure 
your hard drive has the correct files in 
place double click on the SetupHD icon. 
This will check if you have the Installer 
program and if not will copy it across. Do 
not worry as it will not write over any 
existing files. 

All you hard drive owners will find 
MultiExtract veiy useful. It is a separate 
method of extracting the cover disk files. 
It allows you to extract a number of files 
in one go, to your hard disk or Ram. 

When you run MultiExtract, you will be 
presented with a number of check boxes, 
each representing one of the programs 
on that cover disk. Just de-select all the 
programs you do not want extracting, 
and then press proceed. All the selected 
programs can now miraculously be 
found in the selected destination. 



Faulty disks 



If you should find your Amiga 
Computing CoverDisk damaged 
or faulty, please return it to: 

TIB PiCr TIB House, 1 1 Edward 
Street Bradford, W. Yorks 
BD4 7BH. 

Please allow 28 days for delivery 
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I'm crushing your files. XPK will provide 
you with simple file and disk compres- 
sion that can be used by any program 
taking advantage of the XPK system 



XPK 



Author: Bryan Ford/Urban Muller Requires Workbench 2.04 
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New Delete Up 


Down 



This is the latest 
release of the 
long running 
Amiga compres- 
sion system XPK. 
For anyone not 
familiar with it, 
the XPK system is 
a group of Amiga 
run time libraries 
designed to gives 
programmers 
easy access to 
many different 
compression rou- 
tines. 

So what you may ask. Well for you it 
means that you can store many files com- 
pressed with the safe knowledge that 
many different programs will be able to 
read them, no matter which XPK com- 
pression routines you use. 

Even if programs do not directly sup- 
port XPK there are a number of programs 
out there that add compression and 
decompression patches to the Amiga's OS 
allowing all programs to support XPK. 
These have appeared on past coverdisks 
and will still work with this latest release. 

The good thing about XPK is that all the 
compressor routines are contained in 
Amiga libraries, this makes the whole 
thing very modular. New compression 
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Mode Q 


1 


ChunkSize [^ 


1 


PackMode -• 


1 pack.pkor.e.1 







U^eXFD 

HT" UseXEX 
r^ Auto password 



120 

Tfneout 



Ho}M and again someone comes up with 
a really good idea, XPK is one of them 

schemes can be added or updated at any 
time. Initially there were only a number of 
standard compression routines available 
that gave similar results to PowerPacker or 
LHA, but later a number of specialised 
libraries appeared for compressing sound 
data. These gave much better results 
when compressing sample or tracker 
modules. 

Just use the installer that comes with 
the package and everything will be copied 
over to your machine. For more details on 
programs that support XPK read the 
Amiga guide documentation. 
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AuthorSebastian Bauer • Requires Workbench 3.0 



It has to be said that our Hugh is a bit of a male bimbo. This means that the little air head is always mis 
placing things, particularly files on his computer, and once you have lost something on your com|ifl 
you can spend ages digging through all those directories, and there is always a chance that you cfl 
miss what you are looking for. B 

Now one thing the Mac has is a really well thought out find utility and this Amiga find program pm 
vides features that are very similar, in addition to being able to supply the standard search path and pat- 
tern, you can add minimum and maximum file sizes to look for as well as dates. 

To make adding paths easier the ASL file requester is employed and normal Amiga wildcards can be 
used for the file name. The search will produce a new window with a list of all the found files. From 1i|g 
you can copy, delete or view files. The view program can be changed but generally it is best if you iJH 
this as MultiView for maximum flexibility. All very handy. ^ 
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Screen Mugshot 



Author: Mark Ritter 

Requires Workbench 3.0 

One thing we have to do a lot here at Anniga 
Computing is get screenshots. We have a ded- 
icated grabber for games, while for utilities we 
use the ancient Quickgrab. One problem 
though is often we want to grab just a window 
and Screen Mugshot will do just that, it is an 
up to date screen and window grabbing com- 
modity. 

After you have installed the program and 
run it for the first time it will complain about 
having no preferences but click on continue 
and run exchange you will be able to pop up the interface and save off new preferences - 
alt and ) on the numeric keypad to get the same effect. 





Boob of 
the month 



Well blow me, I tried my best. I 
named an icon wrong but still I man- 
aged to catch the mistake before it 
was too late. So unfortunately there 
are no mistakes this month, even 
though saying that is obviously 
tempting fate. So just in case you 
have trouble extracting PrintSpooler, 
the reason is it should be called Print- 
erSpooler. So if it isn't, rename the 



or you can press the 



PrinterSpooler 



Author: Massimo Ciccio 

Requires Workbench 2.04 

Max Reset is a tiny little program that can do 
an awful lot of good for your computer. 
Quite simply it allows you to get the most 
memory possible for your machine. 

Once you have extracted the archive you 
have to use the installer that comes with the 
program, as the program is part of the install 
file. The installer will copy all the files to their 
correct destination and, once done, there is 
a single file to run MaxReset. 

Just run the new MaxReset program and 
you can reboot your machine with the max- 
imum amount of memory available. 



Author: Mark Ritler 

Requires Workbench 3.0 
This is not a print spooler in the traditional sense, 
where it sits in the background spooling any files sent 
to the printer port. Instead it allows you to select a 
bunch of files that you want printing and will automate 
the processes. So you can go off and make yourself a 
nice cup of tea while it takes care of sending all the 
files off to the printer. 

If you want to spool FinalWriter or Wordworth files 
reember to print from them to a disk file and then 
select this from within PrinterSpooler. 

Print lots of files at once - go on, 
you know you want to 




AddDatatypes 



Author: Christian Bucher • Requires Workbench 3.0 



This is a straight forward replacement for the origi- 
nal AddDatatype command that comes with Work- 
bench 3.0 and above. The command adds your 
Datatypes to the operating system so they are 
accessible by a Datatype aware program. 

A problem with the original is that it can only 
handle Datatypes being in the single DEVS: Datatype 
drawer. When Workbench 3.0 first came out this 
was not a problem but now, a good few years on, 



there are a whole plethora of Datatypes and the 
drawer is beginning to look rather full and crowded. 
This replacement will allow you to create new 
directories in the Datatype drawer and so organise 
it that little bit better. On top of this the new ver- 
sion also allows additional information about the 
Datatypes to be stored. Either edit the program 
tooltypes to edit or use the edit switch from the 
CLI. 
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[^UKE-EIVI 



Aurora Works, Inc. will be releasing H-Bomb, a multi-player networkable (TCP/IP and AHI) 
action game for the Amiga in August, It will be sold both directly and through retail chan- 
nels. H-Bomb wil! be available in stores in September. The game is in the genre of the 
Bomberman series, with a top-down view of the playing field. 

A demo version of H-Bomb is already available at http://www.auroraworks.com/ 
files.html. The demo version does not include networking ability, and includes only the 
first of 20 available playing fields. 

This modernized and more complex version of the Combat type game of the Atari years 
allows players to choose between four different tank characters; Firecracker, Mr. Mean, Turbo, 
and Razorback. Shooting the seashells on screen reveals bonus items, one of which is the 
Energizer bunny. 

The full version of the game will be distrib- 
uted only on CD-ROM. The game plays 
directly from the CD-ROM, and no installation 
is necessary. Up to four people may play at 
once on a single machine or distributed 

among two different networked computers. B, - 7^-,^^ " r^ . . - rd 

It is Cybergraphics and AGA compatible, 
requires Workbench 3.x, and is OS and multi- 
tasking friendly. Graphics were created by 
Eric Schwartz. A game editor is included. No 
price estimate was given. Contact Aurora 
Works, Inc. at info@auroraworks.com for 
more information, or visit http://www.aurora 
works.com/hbomb.html. 





D 



IVI FREE 



The demo version of the Retail Escort v4.1, an Amiga point of sale system, was released by 
Mr. Hardware in June, It is currently available on Aminet under the name RE41 DEMO. Retail 
Escort provides accounts receivable/payable, invoicing, inventory control, purchase orders, 
order tracking, mailing list, label printing, and report printing features among others. This 
software allows one to operate a retail or other business using the Amiga computer. 

Mr. Hardware also states in the Retail Escort press release that they are 100% Amiga. 
They are also the publishers of SBase4 and SBase4Pro. 



P7] e do like it 
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LADDINS 
BACK 



Nova Design, Inc. has scheduled 
Aladdin 4D 5.0 to be shipped in 
July. New features include 
removal of the dongle copy pro- 
tection, a new reconfigurable 
Workbench style interface, more 
types of special lighting, and 
Arexx support. Upgrade price to 
those owning an earlier version 
of Aladdin 4D or ImageFX 2.6 will 
be S99.95US. Owners of older 
versions of Aladdin 40 who do 
not yet own ImageFX 2.6 may 
purchase both at once for the 
special prices of S124.95US. 



In an interview for Boot magazine for the July 1997 issue, Ted Waitt of Gateway 2000 was 
questioned on the Amiga purchase. It was mentioned that although the main initial motiva- 
tion for the purchase were the patents involved, they have become much more interested in 
working with the technology. Waitt also stated that among the positive aspects to the Amiga 
is the supportive attitude of its users and the operating system's efficiency. 

Qd Supremo 

A s i m w a r e 
released a mainte- 
nance update for 
MasterlSO, the 
Amiga CD-R soft- 
ware. This update 
adds support for 
the Mitsumi CR- 
2201 and the 
Yamaha CDR-400 

CD-R drives. The new version also recognizes the 
Grundig CDRIOOIPW, JVC 2010, Smart and Friendly 
1002, 2004, 2006, Mitsumi CR-2401, and the HP 6020 
CD-R drives. Registered users can find the update on 
the web site, http://www.asimware.com, or through 
direct contact at the phone number or address given in 
the contact information. The full version is available for 
S199US orS249CDN. 




n£}m 



by Katherine Nelson 



Contact point 

Aurora Works, Inc. 

358-114 Queen Maiy Rd. 

Kingston, Ontario K7M 7E8 

Canada 

WWW: www.auroraworks.com 

Email: info@auroraworks.com 



Mr. Hardware 

59 Storey Ave. 

Central Islip, NY 11722-2332 

USA 

Voice/Fax: 516-234-8110 

Email: hardware@li.net 



The AmigaZone 

WWW: 
http://www.amigazone.com 
Email: harv@amigazone.com 



Asimware Innovations Inc. 

600 Upper Wellington Street 

Unit #D 

Hamilton, Ontario L9A 3P9 

Canada 

Voice: 905-578-4916 

Fax: 905-578-3966 

WWW: 

http://www.asimware.com 

FTP: ftp.asimware.com 
Email: info@asimware.com 



Nova Design, Inc 

1910 Byrd Ave, Suite 204 

Richmond, VA 23230 

Voice: 804-282-5868 

Fax: 804-282-3768 
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Want a FREE preview issue before you #"t^'^ '// r^ ^^^/ } j 

buy? Call +44 01983 867377 now! if -^-— -/^ J — -r -^--/ L W / 

hello Amiga users, and welcome to Britain's newest, Amiga magazine, Amiga Review. AR is a 
bi-monthly, all-aspects, mail order only magazine produced entirely on Amiga computers with an 
optional coverdisk. We're currently doing an absolutely fabulous offer, giving you issues 3 and 4 for 
the price of one, plus while stocks last we'll also give you issues one and two free as well! That's four 
magazines for the price of one! Issue three has a cover feature on the Internet - we show the beginner how to 
get connected, whilst issue four features Mai<ing Music from your bedroom - we take a look at how bedroom 
bands such as White Town managed to storm the charts and how with your Amiga you could do the same 

Amongst other things we have interviews with Vulcan, Mutation, Epic, LH Publishing, Sadeness, the 
people behind Blilz Bombers and Pure Amiga, in-depth examinations of computer porn and piracy, the latest 
information on the buyout, your letters - there's too much to list, in total you'll be getting 224 pages of Amiga 
packed information for £2.50, or, if you want coverdisks too {containing the FULL version of Final Data, the other 
containing OctaMED), it's just £3.50. Tny AR today! And if you're still not sure, call us on 01983 867377 and we'll 
send you a FREE preview issue, DdVid PeWfer, Editor. rr^ checkout MotflaNet, our on-ltne»-zJne which houses 

^ ^ rr:jOr\Z/l i^l alIModiaSoftpubllca1ions!Orderon-IInB! 

r,?,:r ?„•••• ••.•.•• ^^ ' 



ad w3Spfodi:c:Pdon 
a 3Mb A: ::l J using 
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utput to an 
HP5MP laser 




http://www.mediasf1.demon.co.uk/ 



REMEMBER: Order quick and also get 
issues 1 and two completely FRERI 



^ ^ / want to take advantage of 
this amazing special offer today! 

Please tick box (all prices include UK P&P): 

□ Issues 3 and 4 with disks £3.50 I 

□ Issues 3 and 4 without disks £2.50 ii 

□ Three issues with disks + 1 FREE £9.00 

□ Three issues without disks + 1 FREE £6.50 

□ Six issues with disks + 1 FREE £17.00 

□ Six issues without disks + 1 FREE £12.00 

□ Twelve issues with disks +1 FREE £30.00 

□ Twelve issues no disks +1 FREE £21.00 

Send NO money now! You win be invoiced 
and have up to 28 days to pay! Don't like AR? Return 
it and your bill will be cancelled! 



Nanne_ 



Address, 



Look! All this... 



^IIFMediaSoft 

Telling It JO^ It ;>. 



_PostCode_ 



Country, 



1^ 



Ov«m«« cuvtomcn: Eufopa please sdd 75p pAp i:>6r issue, ALtslraiasia 
pi«a&6 add £1 75 p&p par issue, USA please add C1 2$ p4p per issue. 
Rest erf WofW ptease add £2 00 p&p pc r :f:-, c- MoU; a-o cswi cnly accep: 
aYsquas drawn in Cstoriing SEKO NO MONEY NOWMl 

Pttiti^k' oasl ihi^: .. ' . MediaSoft Mags, 
Con^imunications Hse, Shanklin, isle of Wight, 
P037 7LU OR e-mail ac©mediasft.demon.co.uk 

Or fax to: +44 (0)1903 867482 
Phone hotline: +44 (0)1983 867377 



, 'our issues for .js ioiv c^s C2.50 

• Just order issue four of Amiga Review and we'll send you back 
issue three completely FREE! PLUS ORDER QUICK and you will 
also receive back issues one and two FREE while stocks last. 
That's four magazines! 

• Rve sections: Serious, Games, Aspects, Opinions and Interviews 
- no matter what you're inlo. there's something for you in AR! 

• Exclusive columns from ttie top people, including Vulcan 
Software's Paul Carrington and Mutation's Aidrian Cummings,,, 

■ Interviews: AR is famous fof it's in-depih and nosy inter/iews. So 
far we've .spoken to Eptc, 'Vulcan, Sadeness, LH Publishing, Red 
When Excited, Pure Amiga and well be talking to manynrorei 

. . . optional CO verdisk 

• Our coverdisk is optional. If you don't want it, you can get just 
Ihe magazine for a cheaper price! 



GET WITH THE OM-UME 
EXPERIENCE AND VISIT 
AMIGA COmPUTIMC OM 
THE WEB 

Be the first to know: 

• All the latest news 

• Our top features 

• In depth reviews 

Not to forget the Amiga Action 
experience 

While you're there try out 
Amiga Computing WebTalk 
Complete site search engine 

vist us at ' 

http://www.idg.co.uk/amigacomp/ 





Web 




ward 



3^^^ 



On 1994 things looked bad for the 
Amiga. Through mismanage- 
ment and corporate blundering, 
Commodore was in serious dif- 
ficulty. The speed and power of the PC and 
the predominance of Microsoft meant the 
Amiga was rapidly becoming outdated, 
underpowered and unsellable. Things went 
from bad to worse, the big software houses 
phased out development of new games and 
you'd have been hard pressed to find any- 
thing Amiga related in a software store. 

Now, in 1997, you can upgrade your 
Amiga to run faster than most PCs (despite 
there not even being a parent company until 
recently), you can buy a huge amount of 
very professional looking graphics packages 
and there are currently well over 100 games 
In development. The machine should be 
dead, why is it not? 

The answer is simple. Shops decided not 
to stock Amiga software so companies 
sprang up to sell software on-line. The big 
software companies stopped developing 
games and developers started producing 
their own games, making them accessible 
on-line. 

Now almost half of all Amiga owners 
have a CD-Rom drive and a much faster 
processor than the last machine Com- 
modore brought out. Simply put, the Inter- 
net has given the Amiga a new lease of life, 
enabling the platform to ride out the bad 
times until it found a new parent company 
and a new impetus. 

The Amiga's on-line presence is now 
huge, so peruse our selection of the best in 
Amiga sites on the Net. To help you along 
the way, make sure you have the latest ver- 
sions of your browser. Amiga Web browsers 
must be the most feaveriously developed 
programs at the moment, and it has to be 
said they do seem to get the most coverage. 
In the form of reviews, features and straight- 
forward Internet columns. 

To make your browsing life even more 






Welcome to 
I Amiga Computing's 
definitive guide to 
the best Anniga 
Web sites on-line 



comfortable, the current versions of iBrowse 
and Voyager both support most HTML 3.2 
tags and the next up and coming versions 
are going to include Javascript. Perhaps in 
the future we will even see Voyager coming 
out with full blown Java running on it thanks 
to its work with Haage and Partner's Merapi 
development. What ever happens, the 
Amiga's on-line future looks bright. 



C€M1 




QosT 



IN CYBERSPACE 



With a 1 000 new Web sites being added to the Internet, 
the World Wide Web is a big place and if you are any- 
thing like me, you can get lost in the Arndale centre, 
even with half of it blown up. This is when you need a 
friendly face to show you the way, and there are a few 
of these available in the form of search engines and 
Web site directories. 

Just like a phone book, these hold huge lists and 
descriptions of Web sites. A search for anything on Alta 
Vista produces 30,180,617 sites, which should be its 
entire catalogue so far. That figure will be out of date 
now as undoubtedly new sites have already been 
added. 

So even with these so called search engines, you can 
have a problem finding the Web site you want. If you 
just search for Amiga on AltaVista, you get 284,704 dif- 
ferent Web sites. Unless you can specify more keywords 




Indl 



to narrow your search, frustration is going to ^BHu 
pretty quickly, not to mention a large pho 

In this sort of situation there are two routes \ 
take (well three, but the third is give up whic hjsl 
sort of thing we do around here). Firstly y^i 
into one of the suggested sites hoping to find i 
related links from this page. This is a little hit an 
but can provided fruitful - many a time I have| 
good sites not listed by search engines. 

The second option is not always viable, 
Amiga owners are very lucky, you can take a 1 
local Amiga Web Directory. If you ^ are 
Amiga site this should be your first stop. 

Generally the same type of orga nisation . 
abilities can be found at Yahoo. Withl ^ 
that can be searched, you can usually find a sij 
within a few minutes of^ 



lookiQ 
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^MPANIE*^: 



National Amiga 

www.nationalamiga.com 
This is a good Canadian Amiga retail- 
ers site powered by an Amiga 3000. 
Regular bargains are up for grabs, and 
it will pay for old Amiga hardware 
content 3 design 3 links 3 overall 3 



PIOS 

www.pios.de 
Find out all the 
newmultiOS Pi 
PIOS 
content 3 desi 



teoufjthe 
f'C machine^tofh 




Phasi 5^ 

www.phas^p.d^jf^ '' 
The largffit" thrfW* party Amiga" H&i- 
ware manufactures. Get news,wd 
technical;^elp for all its producfs.^ 
content! design 4 links 1 dVei^il 3 

jSr" joye\B>nliriG'de/home/ifseesoft/ 
^ Homepage of Ireesoft'vprfio writes the 
rather wonderful TurtjdPrint It's a Ger- 
man site but update^ fb TurboPrint are 
available if you can work out where to 
look :// 

cont^t 3 design 2 links 1 overall 2 




Droit A 

wwwfdigita.com 

Di^ita's own site, learn about all its 

new PC software and get your hands 

on the Wordworth Picasso update. 

Annoying Javascripts included, slow 

connection 

content 5 design 3 links 1 overall 3 



Softwood 

www.softwood.com 
The lovely looking Softwood site has 
all the latest details and support for all 
its Amiga products. Also the latest ver- 
sion of Enforcer is here 
content 4 design 4 links 2 overall 4 



Cloanto 

www.cioanto.com 

Italian Amiga supremeos Cloanto is 

on-line and its Amiga section has its 

very own Amiga Web Workbench, 

worth a look 

contents 4 design 4 links 3 overall 4 



BlitterSoft 

biittersoft,wildnet.co.ui<: 

Blittersoft's very own newly designed 

Web site, now with added frames. 

Details of all its products are available 

here 

conent 3 design 3 links 2 overall 3 



HiQ 

www.iiiq.co.ui< 

Essentially the home page for HiQ's 

Siamese system. Get the low down on 

its RTG system and what it can do for 

your Amiga and PC 

content 3 design 2 links 2 overall 3 



HiSOFT 

www.hisoft.co.ul< 

The seemingly continually changing 
HiSoft site. Includes complete product 
details and up-to-date bargains for 
you to get your grubby hands on. 
iBrowse updates can be found here 
content 3 design 3 links 2 overall 3 



ProDAD 

www.prodad.de 

Writer of the new operating system 

pOS as well as top video editing and 

titling software 

content 4 design 3 links 2 overall 3 



Haage & Partner 

www,tiaage-partner.com 
If you want to know anything about 
Haage and Partner's top rated prod- 
ucts, this is the place to be. All its lat- 
est developments are here to read 
about and regular updates and add- 
ons are always available 
content 4 design 3 links 2 overall 4 



NovaDesign 

www.novadesign.com 
The home of ImageFX and Aladdin 4D. 
Not much to look at, mainly the art 
gallery, but there is access to its FTP 
site for ImageFX and Aladdin goodies 
content 3 design 2 links 1 overall 3 



Software Hut 

www.softhut.com 

The top American software and hard- 
ware retailer is on-line with their com- 
plete catalogue. Special prices 
available for on-line shoppers 
content 3 design 2 links 1 overall 3 



Amiga 
International 

www.amiga.de 

The famous Amiga home has been 
back up and running for some time 
now, redesigned and better than ever 
content 3 design 3 links 3 overall 3 



□ 



APOR SOFTWARE 




www.vapor.com 



":;;;^ does MiamiSSL for months. 

;> li^t^r ... aa4 SSI •Ilk kmllUi »nSr] »id rtmltfTCF, l« 



One reason there are just so many Amiga's on- 
line right now is to do with the great Internet soHi||| [ 
ware available. Now the Amiga may be laggin^^ 
behind a little on the browser front but the other ^ 
types of Internet software should not be ov 
looked, and one company that has done more 
push Amiga Internet software is Vaporware pro- 
viding the best in IRC, FTP, WWW and eMail so1| 
ware. The recently redesigned site is easy ■ 
navigate and looks good to. If you need Interr 
software this is where you should go, on-line n 
istration and downloads areall available. i 



V Welcome 
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PERSONAL/USER 
GROUPS 



Western District 
Help Page 

www.pnc.com.au/~motfier/menu.fit 
mi 

fA lengthy title maybe, but 
a very useful site for any- 
body wanting to set up 
an Amiga user group or 
to improve the one 
they're already running. 
Written by the Western District User 
Group of Australia, the page includes 
loads of tips and hints for improving 
membership, increasing funding and 
promoting a user group. In addition 
to this the site has a huge database 
of world-wide Amiga user groups so 
you can find your nearest local 
group. A well laid out and easy to use 
site 
content 5 design 3 links 5 overall 4 



Commodore Users 
Group of Ireland 

www.cugi.ie/ 

Although the CUGI pages look quite 
dull, the site does provide loads of 
useful information for Amiga owners 
around the Dublin area. As well as 
details about the dub and its activi- 
ties, the CUGI site provides informa- 
tion on the organisation's hardware, 
software and reference book auc- 
tions. There are also links to Com- 
modore 128 and PET pages for those 
ancient enough to remember the 
machines 
contents design 2 links 3 overalls 



Mutley's Mostly 
Amiga Page 

www.mcs.surrey.acul(/Personal/Stu- 
dent/maSlas/ 

He spells 'thanks' 'thanx' and his 
motto is "If only everything in life 
were Wacky", what more do you 
need to know? This bloke's a doo- 
fuss. The Web site itself is the epit- 
ome of dullness but you must visit 
this page if only to have a look at 
the 'poem to e-mail to people' - an 
appalling (probably American) 
poenn on being killed by a drunk dri- 
ver. It's not often that I laugh at very 
sad, emotive subjects but you will 
too after reading this sentimental, 
schmaltzy crap 
content 2 design 2 links 1 overall 2 



The Deal 
Amiga Club 

freespace.virgin.net/screaming,slave/ 

framesethtm 

Apparently the Deal Amiga Club is 

going from strength to strength with 

extra nights being introduced to cope 

with demand. The page isn't bad 

either. The whole thing looks well 

designed and laid out and includes a 

downloadable poster for the group so 

that, if you're a Kent resident you can 

print it off and flypost it onto local 

shops, churches and old people. Good 

thinking... 

content 4 design 4 links 3 overall 4 



Queen Mary & 
Westfield College 
Amiga Society 

www. qmw.ac uk/- amiga/ 
Boasting stacks of information, loads 
of links and features and an 'Amiga 
Grafitti' Web chat page, this site is well 
worth a visit if you're a well informed 
Amiga owner. However, It's not the 
sort of site you'd visit for a bit of light 
entertainment as ifs quite dry and 
technical and humour is definately 
not in evidence 
content 4 design 4 links 4 overall 4 

Amiga Users 
Group of 
Western New York 

www.bluemoon.net/-tronix/News.ht 
ml 

Amiga user groups often have very 
contrived initials; BUGGS, MACE, 
MECCA etc, but this New York based 
group is calling itself CHIPS. I can't 
quite figure what the initials stand 
for, but maybe it is just a great fan of 
the excellent early '80s police motor- 
bike riders programme. Anyway, 
great page. Well designed and easy 
to use 
content 3 design 4 links 3 overall 3 



Wigan/Lancs 
User Group 

www.ssamigo.warp.co.uk/usergrp.ht 

ml 

A very friendly little Web site this one, 

giving the surfer a little peek at what 

its like to be a member of an Amiga 

User Group and what activities it 

offers. Surprisingly one of the big 

cheeses of the society looks just like 

Begbie from Trainspotting 

content 3 design 3 links 2 overall 3 



AmigaNet 

www.amiganet.com/ 

No less than a listing of everybody 

on the Net with an Amiga. Basically 

you register here, include name, e- 

mail account, links to your vyeb 

pages and your hardware set up and 

you'll be added to the monster page 

of links 

content 4 design 2 links 5 overall 4 



FUN 



Dan Barretts 
Home Page 

www.cs.umass.edu/ -barrett/pubficht 
ml 

For those of you who don't know, 
Dan Barrett is a Ph.D. student in the 
Computer Science Department at 
the University of Massachusetts and 
something of a celebrity in the 
Amiga world. Dan's look at all things 
Amiga treads the dangerous middle 
ground between gently amusing 
and annoyingly tedious. Claim to 
fame: He's appeared In Zippy the 
Pinhead, that annoying and preten- 
tious comic strip in the Sunday 
Guardian 
content 3 design2 links 2 overall 3 



Eric Schwartz 

www. coax.net/people/erics/ 
Yes, that's right, Eric Schartz is that 
bloke who draws squirrels with big 
chebs. Eric's animations and strips 
have proved immensely popular 
with the Amiga community and his 
work can be found on hundreds of 
Web sites. As well as the famous 
'Sabrina Online' strip, Eric is respon- 
sible for all those pictures of blood- 
ied but resolute Amiga's standing 
up to the PC threat. The Web site's 
nice enough, big, quite friendly and 
stock full of loads of Sabrina 
archives 
content 4 design 4 links 3 overall 3 



Amiga Decade 

www.rust.net/ -mignash/decade.html 
If you've got a few minutes to spare, 
drop into Amiga Decade and learn 
what remarkable things happened 
10 years ago in the world of Amiga. 
Quelle surprise! Apparently 10 years 
ago, Commodore was knee deep in 
legal trouble and internal dispute- 
content 2 design 2 links 2 overall 2 



GAMES 



ClickBOOM 

home.ican.net/-clkboom/ 

f ClickBOOM is one of the 
few sites that anybody 
interested in the future of 
the machine should visit. 
The site details Click- 
BOOM's move towards 
PowerPC and the extent of its co-oper- 
ation with Phases. You can even cast a 
vote for games to be ported over to 
the Amiga on the Wishlist page. Nicely 
laid out and very interesting 
content 5 design 4 links 4 overall 4 



Neo Software 

www.info.co.at/neo/games-e.htm 
Something of an enigma this one. The 
first time I checked out this Web site 1 
thought it was years out of date. How- 
ever, check the document info and 
you'll find it's brand, spanking new. 
Although quite confusing to navigate 
around, the site includes details of 
loads of German Amiga games that 
haven't seen the light of day in the UK. 
Much of the site is currently under 
construction but is well worth a visit 
content 4 design 4 links 3 overall 4 



Vulcan Software 

www.vulcan.co.uk/ 

Vulcan is the world's largest producers 
and stockists of Amiga Software and 
this is reflected in the quality and 



quantity of its Web pages. The site is 
updated regularly and the pages pro- 
vide an ample source of information 
on Vulcan's expanding range of soft- 
ware (and now hardware). Blurb and 
screenshots from all the current Vul- 
can games are posted on the site and 
you can even find some lovely piccies 
of Lisa, Paul and the other Vulcan 
employees. You should also find quite 
a few demos here 
content 4 design 4 links 4 overall 4 



Digital Anarchy 
Software 

www.users.zetnet.co.uk/dasoft/ 
Chris Page is currently working on an 
impressive BabylonS meets Elite type 
game for the Amiga. His Web site 
includes the full details of the game 
including the technical aspects of pro- 
gramming the game and the storyline 
and historical background to the alien 
cultures in the game. Although at the 
moment sadly devoid of many screen- 
shots (there are only about two from 
the game at the moment), this site 
promises to improve as the games 
development continues 
content 4 design 3 links 2 overall 3 

Sagittarius 
Software 

sagsoft.afd.net/ 

cgi-bin/Web_store/web_store.cgi 
Sagittarius Software's page is worth a 
listing because it can be quite tricky 



Qmiga Flame 



www.d-n-a.net/users/ 
dnetPwic/amif lame, htm 

Amiga Flame is undoubtedly one of 
the best Amiga games sites and per- 
haps one of the best overall Amiga 
related sites. From its inception back 
in November of last year, the site has 
just grown and grown. It now boasts 
pages and pages of the latest Amiga 
gaming news, a guide to developing 
your own games and a tonnes of 
links. 

Another point in its favour is the 
fact that Philip Cosby updates his 
pages regularly - probably about 
twice a week so you are more or less 
guaranteed to find new snippets of 
information about new games every 
time you visit. Another excellent fea- 
ture is the 'Future Releases' page - a 
huge table chocka with games 
releases and links. At the last count 
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there were about 100 games on the 
page. 

In addition to just reading about 
forthcoming games, Amiga Flame 
lets you download some of the better 
titles. This month you can get hold of 
Vulcan's Scions of a Forgotten World 
and next month you should be able 
to download Titan's Brain Killer 
Doom clone. 

The design of the site is simple 
and easy to navigate and not too 
laden down with annoying and 
processor hungry animated GIFs. 
Every news story that has been fea- 
tured on the site since November is 
archived away so you can follow the 
history and development of a game 
from the first time it appeared on the 
site. If you want to see what's hap- 
pening in the Amiga games world, 
take a look at this site. 
content 5 design 5 links 5 overall 5 



for Amiga owners to get games in the 
states and virtually impossible to 
order them over the Internet. Sagit- 
tarius is an Amiga dedicated on-line 
store so, if you can't find your game of 
choice here - give up! 
contents design 3 links 3 overall 4 



Aurora 

www.auroraworksxom/forum.html 
Quite a puzzling site this. Bright, 
clean, well laid out and strangely 
dull. The one thing I never under- 
stood about Aurora's Zone 99 project 
was why if it was written using such 
high spec machines does it look so 
cak? If you're an Amiga techy freak 
have a look at this page. If you're just 
browsing you mightn't find much of 
interest 
contents design 2 links 3 overall 3 



Foundation 

www.Qmigasupport.com/pQulburkey/ 
Although only one page, Paul Burkey's 
site provides ample details of his 
forthcoming new Settlers type game 
Foundation. The site includes screen- 
shots and a list of e-mails to contact 
about the game 
content 4 design 3 links 2 overall 3 



Team 17 

www.ieQmn.co.uk/ 

f Although Team 17 doesn't 
really produce games for 
the Amiga anymore, the 
Team 17 Web site is the 
home of the Worms pages. 
The Worms stuff should 
keep you occupied for a while, whiise 
the collection of photographs from 
drunken Xmas parties and the like 
should give you a laugh. Funny and 
interesting 
content 4 designs links 4 overalls 



BlackBlade 
Software 

www2.sh\r]yAt/- yagg/ 
BlackBlade is a group of Italian devel- 
opers who is currently working on 
The Shadow of the Third Moon - a 
very impressive looking futuristic 
flight sim for the Amiga. Its Web 
pages detail the specs, progress and 
history of the game. Although per- 
haps a little too dry and technical, 
BlackBlades pages are worth visiting 
if only for the amazing screenshots of 
the game 
content 4 design 4 links 3 overall 4 



Titan Computers 

www. vossnet. de/tltanhb/ 
Titan is the developer behind up and 
coming Amiga titles such as 
BrainKiller and Sword. The Web site 
itself is nothing special but is well 
worth looking up, if only to have a 
peek at some of the games that could 
be coming our way by the Autumn 
content 4 design 2 links 2 overall 3 



MAGAZINES 



Amiga Report 

www. cucug. org/Qr/Qr. html 

f Amiga Report is possibly 
the longest running on- 
line Amiga magazine, 
now into its fifth year. 
Quality editorial and com- 
ment is guaranteed by the 
editor/publisher Jason Compton. 
Thoroughly recommended. Easy 
access is through CuCug's front end, 
nice 
contents design 2 links 2 overalls 



CU-Amiga 

www. cu-QmigQ. co. uk 

Find out all about CU's latest CD cock 

ups. A few on-line features and 

Amiga links, lovley pictures of the 

staff 

content 2 design 4 links 2 overall 3 



Amiga Format 

wwwJuturenet.com/QmigQnet/ 
Well FutureNet has been redesigned 
and they finally decided to add an 
Amiga section but as yet there is noth- 
ing there but a bunch images 
content! design 2 links overall O.S 



Amazing 
Computing 

www.pimpub. com/ 

The world's longest running Amiga 

mag, no matter what we say. Not too 

much there at the moment, a few 

news items and links 

content 2 design 1 links 2 overall 1 

Amiga News 
Australia 

www.ozemail.com.Qu/ "pospisil/ANA. 
html 

On-line version of a sporadic Aus- 
tralian news letter, get a brief glimpse 
of the print version and why not order 



yourself an issue? 

content 2 design 1 links 1 overall 1 



Amiga North 
Newsletters 

www. randomize, com/newsletters, html 
Canadian and N. American news let- 
ter. Find full versions on-line, quick 
access is guaranteed as it's text only 
content 4 design 1 links 1 overall 3 



Amiga Review 

www.mediasft. demon, co. uk/ARMoga 
zine/ arindex.html 

Another on-line version of a mail 
order UK magazine. Not too much 
apart from telling you what's in the 
mag, but you can get a preview copy 
content 2 design 3 links 1 overall 2.5 



Amiga Update 

www.globaldialog.com/Adventure- 
Central/AU/index.html 
Another on-line magazine with down- 
loadable text files for you to read. 
Mainly just reiterating the main Amiga 
news 
content 3 design 1 links 1 overall 2 



Young Monkey, 
who knows? 

www.youngmonkey.ca/nose/index.ht 
ml 

Not a magazine, but a listing of arti- 
cles and reviews that have appeared 
in Amiga magazines including Amiga 
Computing and Amiga World. Nicely 
done 
content 3 design 3 links 1 overall 3 



Generation 

generation, www. de/ 

tA 'scene' magazine, you 
know the sort of thing, disk 
swappers, elite coders, and 
the like, bit like Grapevine, 
if you remember that Lots 
and lots of coders/scene 
type stuff. Very much worth a look, if 
you like that sort of thing 
contents design 3 finks 3 overall 4 



The Lair 

amigaworld.com/thelair/index.html 

?A complete magazine on- 
line the Lair has news, 
reviews, letters and more 
all on-line and regularly 
updated, what more do 
you want? 
contents designs links 4 overall 4 



Northwest 
Amiga Journal 

wvvw,rdrop.com/usersA>ern/Web_NAJ/ 
A well put together electronic version 
of Northwest American user groups 
journal that also links to its user 
group. It's well laid out and has some 
useful Amiga articles 
content 4 design 3 links 1 overall 3 



Status Register 

www. cucug. org/snhtml 

The lovely people that brought us the 

Amiga Web Directory also produce the 

CUCUG status register. This is really a 

monthly newsletter for the CUG user 

group but has plenty of Amiga and 

Mac news 

content 4 design 1 links 1 overall 3 



Qmiga computing 



www.idg.co.uk/amigacomp/ 

Wow, what a site! News, I 
ters, problems solved, inf 
mation, links, chat and 
-new search page. Do i 
miss the Stuff page includi 
World Of Amiga show M 
audio, and Paul Overaa's oi 
little corner of the Web. Not^ 
be missed, narcissistic peo^ 
are more than welcome 

contents desfgnS GnksSoveialS 
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The Word 

www.geocitiesxom/TimesSquare/Cas 

tle/4466/ 

No so much an on-line magazine but 

a downloadable disk mag. That's 

about it, why not try it out? 

content 2 design 3 links 1 overall 3 



Amiga Net 

www.amiganetcom 
An interesting way for Amiga users to 
find each other. You can add yourself 
to the list and search for people 
content 4 design! links 5 overall 3 



The Informer 

www.amigainformer.com/ 

On-line version of the print magazine 

Amiga Informer, site includes recent 

news and reviews 

content 3 design 2 links 2 overall 2.5 



GRAPHICS 



The Unofficial 
Cinema 4D 
Homepage 

www.informatik.unitriende/CIP/hfried 
en/ 

It may be unofficial but if s still pretty 
good quality. The site includes tutori- 
als on how to use Cinema 4D as well 
as a gallery full of images created 
using the package. Some of the stuff 
in the gallery is by Emmanuelle 
Hearn, the guy responsible for a num- 
ber of tops Amiga games including 
Trapped 2 and the forthcoming 
Pheonix 
content 4 design 4 links 3 overall 4 



Impulse Inc. 

www.coolfun.com/who.htm 
Impulse produces the top Amiga 
graphics package Imagine. This quite 
substantial site includes product sup- 
port, news of special deals and new 
software and the all important gallery 
so you can see what the end results 
look like. A must for all budding 
Amiga artists 
content 4 designs links 4 overall 4 



Amiga 
Lightwave FAQ 

www.newtek.com/tech/faqs/Hght- 

wav/amiga.html 

Lightwave is the Amiga graphics pack- 



age that ensured the special effects on 
telly programmes like BabyionS, 
SeaQuest and Star Trek looked as good 
as proper movie effects. Understand- 
ably, using Lightwave is quite tricky. 
Therefore the Amiga Lightwave FAQ 
page would be well worth a visit if your 
trying to aquint yourself with the world 
of special effects 
content 4 design 4 links 3 overalls 



NovaDesign 

www.novadesign.com 
As you probably know, NovaDesign is 
the company responsible for 
Aladdin4D and ImageFX, a couple of 
the most popular graphics applica- 
tions for the Amiga. The site looks 
interesting, is laid out well and has got 
some cool stuff in it, including a big 
gallery full of weird and wonderful 
images 
content 4 design 3 links 1 overall 3 



Amiga 3D Net 

www.hib.no/ -dbSSmbm/indexMtml 
Although still under construction, the 
3D Net page looks like it'll mature into 
an excellent site for anybody inter- 
ested in 3-D animation on the Amiga. 
Aimed at Aladdin users, the site 
includes stills from top animations, 
news and links to other graphics 
related sites 
content 3 design 4 links 3 overall 3 



Yo Ho Video - 
The Artwork of 
James D Sachs 

users.deltanet.com/ 
users/jpalmer/sachs.html 
Strewth we're getting all South Bank 
Show now. This interesting little 
page gives a potted history of one of 
the Amiga's most prolific and longest 
running artists. He's done artwork 
for loads of games including 
Defender of the Crown and Centuri- 
ons so you've probably seen his 
work already 
content 3 design 2 links 2 overall 2 



Amiga Hotspot 

www,akula.com/''inzane/ 
An Amiga Web page with a focus on 
Video Toaster and Flyer stuff. If your 
needing tips and hints for a variety of 
graphics applications check out this 
site. Particularly nice is the Amiga Work- 
benchy sort of layout. Well worth a visit 
content 4 design 5 Iinks4 overall 4 



AMIGA MUSIC 



Sidewinder 
Productions 

www.best.com/-uvi/sidewind/trib- 
spac.au 

Eric Geiseke aka Sidewinder is a Texas 
based Techo musician whose main 
claim to fame is his use of the Amiga 
to create his music. Worth a visit for 
those interested in the Amiga music 
content 3 design 3 links 2 overall 2 



Conemelt 

www 1 .haywire, co. uk/haywire/emis- 

sions/index.html 

Conemelt's page, hosted on their 

record label Emissions Audio Output 

gives a potted history of this Amiga 

using band. Their particular brand of 

'radical techno' has been described as 

being like a 'robo-Rottweiler that is 

intimidating, charming, aggressive and 

playful at the same time 

content 4 design 5 links 2 overall 3 



U4ia's Mod Page 

sw.cse.bris.ac.uk/public/u4iamods.html 
Are you after stacks of mods and tools 
to unpack 'em with, If so this could 
well be the page for you. U4ia's mod 
page is just one of the pages on U4ia's 
website - the others having somewhat 
less of an Amiga content but are fasci- 
nating nonetheless 
contents designs links 2 overalls 



TekLords 

www.geocities.com/SoHo/1645/tlS' 

main.htm 

What round up of Amiga music pages 

would be complete without a few 

demo pages? If you want to take a 

look at the world of the coder visit the 

TekLords site. Although the site isn't as 

organised as some, it's nonetheless 

pretty big and full of info 

content 4 designs links 3 overalls 



Totally Illegal 
Oops Homepage 

oops.in.nl/ 

I'm not entirely sure what's so illegal 
about them but this homepage is 
really the best place to go if you're 
looking for demo stuff. There are tons 
of links and quite a bit of info about 
the demo scene. Well worth a look 
content 4 design 4 links 5 overall 4 
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BGUI 

www.az.com/~ie/bgui/ 
Everything you ever needed to know 
about the BGui library is right here. 
Including all the latest programs to 
support this interface library 
content 3 design S links 2 overall S 



AHI 

www.lysator.liu.se/ -Ics/ahi.htm! 

tThe very much under cov- 
ered Amiga Hardware Inter- 
face. If you want hardware 
independent sound for 
your Amiga this is what you 
have been looking for 
content 4 design 4 links 2 overall 4 



CyberGraphX 

HOME 

www.best.com/- vgr/cybergfx/ 

f Everything you wanted to 
know about the Cyber- 
GraphX software but were 
afraid to ask. A great site 
dedicated to the Amiga's 
best RTG software 
content 5 design S links 4 overall 4 



Modern 
Plumbing 

www. execulink. com/~jtech/b %2 6p/ 

TIfs a Bars and Pipes sup- 
port page of course. A reg- 
ularly updated page that is 
for everything MIDI and to 
do with JuperJAM, Patch- 
Meister and Bars and Pipes. 
If you use Bars and Pipes 
check it out 
content 5 design 4 links 3 overall 5 



SASG 

twww.sasg.com 
Home of MUl and Mag- 
icWB, this is possibly one of 
the best looking Web sites I 
have ever seen. With soft- 
ware support and on-line 
registration this is a great 
site to visit 
content 4 designs links 2 overall 4 



Emulators 
Unlimited 

www.aicnet.au/ -rodneyn/ 

A site dedicated to all the freely avail 




able emulators available on the 
Amiga. Not so much a guide to using 
them but a list of all that are available 
content 3 design 2 links 4 overall 3 



Cinema 4D 

www.cinema4dxom 
This award winning German software 
has its very own Web site. 800x600 
screen is recommended. Some good 
pictures are available in the gallery 
contents design 2 links 1 overall 2.5 



Image Engineer 

yollara.cs.rmltedu.ou/''sbe/ 
An absolutely lovely image processing 
tool that supports many different fil- 
ters and alpha channels. Requires the 
SuperView and BGUI libraries 
content 3 design 2 links 1 overall 3 



SuperView 

bome.t-online.de/home/ 
Andreas Jdeinert/sview.htm 
The support home page for this com- 
prehensive collection of image manip- 
ulation libraries. More for 
programmers, but you can get all the 
update news as well 
contents design links overall 



Emulators 

www.pncl.co.uk/ - ma rtinc/emulotors/ 
Another Amiga emulator page, this 
one gives you some very up to date 
information about the latest develop- 
ments with all the emulators out there 
content 4 design 2 links 4 overall 3 



Syzygy 

www.syz.com 

Creator of the excellent astronomy 
program The Digital Universe. If you 
are at all interested in space or astron- 
omy, check it out 
content 5 design 3 links 2 overall 4 



Alien Design 

user. cs. tu-berlin. de/'-zerocom/alien- 
design.html 

f Writer of the ever so groovy 
MCP, SysSpeed and SCA- 
LOS. All these programs are 
supported from this Web 
site and so it is worth a visit 
content 5 design 2 links 2 overall 4 



Studio Software 

www.QJdeon. demon, co. uk/studio/ 

f Really part of Andy Dean's 
home page but here he 
offers support for all his Stu- 
dio series of software, such 
as DrawStudio. Go there 
now 
content 5 design 4 links 2 overall 4 



RESOURCES 



AmiCrawler 

www.omicrawler com/ 
AmiCrawler is a site that keeps 
updated lists of different types of 
Amiga software, hardware and other 
information. All the categories are 
searchable and makes finding Amiga 
information very easy 
content 5 design 4 links 5 overall 4 



□ 



Aminet 

www.aminet.org/ -am'met 
A WWW interface to the humongous 
software archive that we all know and 
love, Aminet. You can access Aminet a 
number of ways and a search engine 
is included. However a Web browser 
is not exactly the best way 
content 3 design 3 links 1 overall 3 



Search Aminet 

harvesttu-clausthol.de/AmiNET/ 

fA better way to search 
Aminet is through this site. 
Complex search categories, 
specific directories and 
download sites can all be 
specified 
content 2 design 4 links 1 overall 5 



Technical 
Reference 

A searchable collection of Amiga tech- 
nical documents provided by National 
Amiga, not completely encompassing 
and the search is a little to board but 
it is a very good place to start looking 
content 5 design 3 links 4 overall 4 



UK ISP Support 

www.ch,qub.ac.uk/staff/postdoc/tim/ 
support/index.html 
A page devoted to ISPs that support 
the Amiga in the UK including a num- 
ber of dial scripts for Miami and links 
to the latest Amiga Internet software 
content 3 design 3 links 4 overall 4 



MIGA WEB DIRECTORY 



www.cucug.org/amiga.html 

You knew it would get a mention at some 
point. The Amiga Web Directory has become 
the place to find the latest Amiga links and 
news. Well laid out (a HTML 3 compatible 
browser is choice) and updated daily, the 
Web directory should be your first stop when 
trying to locate any Amiga page or resource. 
If you find yourself regually looking for 
Amiga sites it is well worth taking your time 
and getting to know the layout of the site, as 
there is lots to look at 
content 5 design 5 links 5 overall 5 
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MISCELLANEOUS 



Amiga World 

www. amigaworld. com 
Amiga World is one of the newer 
Amiga sites and is offereing a few ser- 
vices you won't find anywhere else. 
One is version check where you can 
find out what the latest versions of the 
most widley used progranns are. Lately 
it has also added support for pro- 
grammers to promote their new pro- 
grams. Many of the home page links 
are worth checking as they are all 
quite good looking 
content 4 design 3 links 3 overall 4 



Shapeshifter 
Homepage 

http://www. uni-mainz. de/ 
-'bauec002/SSMain.html 
If you need to know anything at all 
about Shapeshifter, the Mac emulator 
for Amiga and DraCo computers, look 
here. Although perhaps a little dull 
looking, the page is full of useful 
information and includes loads of 
links to other Shapeshifter pages 
content 4 design 3 links 3 overall 3 



Titan Computers 

http://www.vossnet.de/titanhb/ 
This Web site includes information on 
a load of really impressive games for 
the Amiga. Recently it clinched a deal 
to publish Shadow of the Third moon 
- a game I reckon anybody with a 
decent spec Amiga is going to buy. It 
is also behind Brainkiller 
content 5 design 3 links 3 overall 4 



Pure Amiga 

http://www.pureamiga.co.uk/ 
Pure Amiga is an excellent online 
Amiga E-zine. Although the features, 
editorials and links are all good, the 
real gem on this site is the news sec- 
tion. Updated often and regularly, the 
page includes an excellent search 
engine that allows quick and easy 
perusal of the latest Amiga news 
contents design 4 links 4 overall 4 



Power Computing 

www.powerc.com 

Power Computing joins the Amiga on- 
line community. Get the latest details of 
their new accelerator range and if you 
are stuck get email their support line. 
content 3 design 3 links 1 overall 5 
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ny Amiga user 
has made the 
investment in 
a graphics 
board for their big box 
Amiga will tell you what 
an improvement it made 
over their original 
chipset. What's more, every 
good magazine reviewer wil 
always start a graphics board 
article by mentioning the 
extra screen resolutions 
and greater number of 
colours that one can now 
make their Amiga display. 

Nowadays however, 
most graphics boards 
can display 24 bit 
screens using Cyber- 
graphics or Picasso 96 
software and assuming 
you have enough 
Video memory they 
can reach resolutions of 
up to 1600 X 1200 in 
high colour modes. 

Enter the Picasso IV, 
the latest multimedia 
graphics card from Vil- 
lage Tronic. This board 
does more than just give 
you an enhanced Work- 
bench using the advanced 
Picasso 96 software, it also 
comes with a sound module, a 
flicker fixer and a plethora of 
future expansion options ranging 
from MPEG boards to PowerPC 
modules. Plenty of toys for the hungry 
^t\rrngausers to get their teeth stuck into. Wait, 
it doesn't stop there. 

This board is 64 bit and is designed for 
speed. "How fast?" 1 hear you ask. "How does 
it compare to other graphics boards?" It's 
funny you should ask, because 1 was lucky 





The Picasso 96 preferences 



enough to already have 
a CV64/3D card in my Amiga 4000. 

But before I put the two head-to-head let 
me just tell you a few things about the Picasso 
IV that you may like to know. 

Installation of the Picasso was simple - into 
my 4000's video slot, nothing more complex 
than opening the case and pushing the card 
home. I did read the instructions before I 
started and rather than remove all the drivers 
for my Cybervision card, I created a new parti- 
tion which I would use to boot when I wanted 
to use the Picasso IV. Then I would be able to 
swap between the cards by rebooting and 
turning off the relevant partition in the Amiga 
early boot screen. 

The board booted immediately into the hi- 
res interlaced mode I had set before putting 
the Picasso tV in my 4000. This' was a good 
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Wspeed, the screen 
Hashing benchmark 



OUND MODULE EXPLAINED 

I was initially confused as to how the sound module that comes with the Picasso 
actually works. Evidently it is possible to capture the sound from the Amiga using 
the video slots and redirect it through the Picasso. Using a piece of software that 
is installed with the Picasso, I managed to get the sound to pass through and, 
using a 3.5mm jack, I attached some PC speakers which I stole from the other side 
of our office. The quality was indistinguishable from the original Amiga sound. 
The Picasso claims to be a multimedia card and by carefully integrating sound and 
vision it clearly has a good set up to live up to its promise. 



sign, the flicker fixer was definitely up and run- 
ning and now all I had to do was install the 
Picasso 96 software. 

The software installation, as expected, went 
without any hiccups and after a reboot I was 
ready to get going with the Picasso 96 Work- 
bench. At this point I thought back to the time 
I first installed the C\/64/3D board and remem- 
bered having to set up all the graphics modes 
manually for my monitor before I could get 
going. I don't know what I was worried about. 
The Picasso IV immediately sparked up into all 
the modes that had been pre-programmed by 
the Village Tronic team when I selected them 
from the Workbench Screen Preferences. 

I immediately wanted to test the speed of 
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SEFUL SITES 



Ifie Vlflage Tronic site con^ins a Earge 
amount of useful information. You can 
also download the latest version of 
Picasso 96 and join the busy mailing list 

Village Tronic Web site 
Aftp://ivwww//flge*fomccom/ 

VGR site 

Attp.//mvw. yqfxom/pkmtoiv/ 

Aminet on FTP 



the card with various applications I use in my 
day to day work developing Internet sites. 
ImageFX was begging to be tried out on a 24bit 
Workbench running at 1024 x 768, so I fired 
it up in the Cybergraphics preview mode that 
I previously used with my G/64/3D. The 
J Picasso 96 drivers, which come with the 
[ Picasso IV, are API compatible with Cyber- 
graphics, so I had no trouble utilising the 
Picasso to the full !mageFX seemed as fast as 
I had ever seen it, resizing was quick and 
moving the windows about was snappy. 

The quality was great, but I wanted to 
push the board's limits by opening several 
. screens to see how it reacted when the video 
■ .memory was being used to the fulL Up came 
Ibfowse 1.1 on one screen and then Direc- 
tory Opus Magellan on another. Wow! Swap- 
ping screens was several ti mes faster j hgD on 
rpyXi/64/3D and resizin^l browse windows 
was just as fast For the statisticians among 
you, take a look at the box out, you will see 
how the Picasso IV compared to the 
G/64/3D using a program called Wspeed 
lA 

Com RATABILITY 

One thing always important when upgrading 
to a new piece of hardware is the level of com- 
patibility with existing software. Assuming a 
program has been written in a system friendly 
way, I would expect it to continue to work. 

Tliis was exactly what I found with all the 
software on my system that \ regarded as 
important to my work. Magic menu was the 
only program to be flustered by the Picasso, 
but I have never been truly happy with the way 
it operates and I am sure a bug fix is now avail- 
able. I tried out everything from the Vlab 
motion video software to the paint package 
Brilliance and had no trouble whatsoever. 

The Picasso comes with a fl icker fixer so 
programs like Brilliance, which need original 
Amiga screen modes, can be promoted to the 
higher frequencies needed for the majority of 
today's SVGA style monitors, 

I was concerned that I may not be running 
the latest version of the Picasso 96 software so 
t checked the Internet for more informarion. 
Sure enough, there was a complete new ver- 
sion waiting for me at the Village Tronic Web 
site. I managed to find several other relevant 



Web sites and joined a busy mailing list dis- 
cussing everything Picasso related. I also got 
the latest version of the Picasso Preferences 
program (see screen shot) that enables you to 
easily play with the settings of the Picasso 96 
software. You can set everything from hori- 
zontal timings to syncpolarity, that is assuming 
you take care and have your monitor manual 
handy to show you its limits. /^;»y 

The need for speed 

There are several programs that can measure the speed of a graph- 
ics board. 1 used the program, Wspeed 1.4, which can be found on 
Aminet in util/moni. This program runs a series of tests, which can 
be used as a guide to the speed of the graphics board (see screen- 
shot). Fortunately I had two graphics boards to test in the same 
machine which makes it a much fairer comparison. 

The higher the number the betterm all .cases. The program counts 
the number of operarions it car^ perfonn in a 10-second inten/al. 
PicassolV: 800x600 TrueColor 
CV64/3D: 24Bit 800 x 600 
AGA: 1 bit 800 x 600 
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51 


61 • 


5 


\Swap Screens 


17 


13 


402 



Areafill 534 



152 



29 



Amiga used: A4000, Cyberstorm \ 060, 34MB Ram, 17" Idek. 
Boards tested: Picasso IV with Picasso 96 software and Cybervi- 
sion CV64/3D running Cybergraphics. 

Here I used a standard screen mode 800x600 in 24 bit for both 
cards. As you can see it is extremely difficult to separate the two 
cards, in fact I wouldn't want to say which is faster. In use they are 
both extremely fast. I will leave it up to you to place these tests in 
your own order of preference and then judge from there! 
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Well there is no screen dragging anymore, 
something which I thought would annoy 
me but really didn't make any difference. If 
you have an Amiga 1500 or 2000, you will 
have to do a bit of DIY to remove the flicker 
fixer section of the card. This involves you 
actually cutting out two sections and bend- 
ing the connector back and forth until the 
board comes off. Not something I would 
like to try in a hurry. The main problem 
with the Picasso IV is a purely selfish one. I 
have to return it to Village Tronic. 

So the Picasso IV is definitely well worth 
the money especially since it is extremely 
fast, comes with a flicker fixer and is 
designed to be expanded over time. 
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Requirements 



RED essential I BLACK recommended 



Workbench 



15" 
SVGA 
monitor 



17" 

SVGA 

inonitor, 



IPRODUCT DETAIL! 




Picasso IV 

Blittersoft 

£299.95 

~^ 01908 261 488 

sales@blittersoft.com 

www.blitte rsoft.com 



Scores 



Ease of use 
Implementation 
Value For Money 
Overall 
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In issue ^en of PiayS^sHan Pro we repart- back from the hottest games 
show on earth and tell you which titles you'll be ramming into your 
machine come Christmas time. It's big, it's exclusive and it's on sale now! 





®hile the rest of the world 
seems to be revolving around 
24 bit graphics and moving 
towards 32 bit, most Amiga 
users are stuck in the murky world of 8 bit 
colour, and that's on a good day. So when it 
comes to the question of whether we still 
need bitmap based paint programs, the 
answer for many Amiga users is yes. 

So 24 bit paint programs are nice, all right 
they're bloody great. Just for starters you have 
no palette worries whatsoever. The problem 
is, that on a normal AGA machine, you are 
always going to have to dither down the dis- 
played image, which takes time, not to men- 
tion the slow screen update. As bit plane 
packages are written directly for the Amiga's 
display, they work a lot faster than anything 
else. 

Another reason that has come to preva- 
lence is the good old World Wide Web (even 
though it is going through a bit of a depres- 
sion State side). As anyone who has used it 
will know the Internet is not exactly fast. 
Using Internet and fast in the same sentence 
is doing the word fast an injustice, people 
should be saying how slow is your 
modem/Internet connection - if you are 
lucky you can expect 3K/sec 

Because of this you have to make graphics 
as small as possible, this means as few 
colours as possible. IVlany 24 bit applications 
do not provide very good control over the 
palette and image uses while a bit plane 
based package, such as Ppaint, has no choice 
but to give you complete control over the 
palette, 

The seventh version Personal Paint has 
everything you would expect from such a 
package. All your standard drawing tools, full 
RTG support, comprehensive image process- 



ing, alpha channel, complete animation sup- 
port and an ARexx interface. 

Unlike many other programs, PPaint 
makes full use of the ARexx interface and pro- 
vides you not only with an ARexx front end to 
launch PPaint scripts, but also a large selec- 
tion of prewritten scripts, many of which are 
genuinely useful, This allows you to take 
advantage of them and create your own new 
scripts by adapting them. 



Ij-^EAT THINGS 

One of the great things about PPaint is that it 
is so up-to-date. The whole program is Mod- 
ula, with most of it being made up of libraries 
that are loaded when the program is run. As 
a result of this, all the latest file formats are 
supported such as PNG, Jpeg, GIF and even 
the PlayStation TIIVl format Cloanto has also 
added 'virtual' Blitter support that allows 
graphic data to be stored in fast Ram and not 
just chip memory, removing most chip Ram 
limitations. Support is also there for 040 and 
PowerPC processors, even though the Pow- 
erPC routines are apparently only twice as 
fast as the normal AGA Blitter. 

So should you buy Personal Paint? Well, 
personally, 1 still paint with Brilliance 2 - for 
one reason, its great HAM mode. Brilliance 
came with two versions. Firstly, a standard 
bitmap version, which PPaint beats hands 
down, and another version, called TrueBril- 
liance, which gave your basic AGA user access 
to a true 24/1 6bit paint package that was fast 
to use. Personal Paint does not even allow 
you to use a normal HAM screen, never nnind 
the 24 bit mode Brilliance provides. It is really 
only one point and, at the end of the day, if 
you want 24 bit colour, get a graphics card. 
Personal Paint has a lot going for it that Bril- 
liance does not. To start with, it is still being 
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As with all the other Cloanto CDs that have been on hand that give you a handy guide to certain 
released^ not only do you get the Personal Paint techniques or may just give you a little inspiration. 



program but a whole host of extra goodies are on 
the CD for you to use. 



Of more practical and direct use is the collection 
of Cloanto written Datatypes for the latest imple- 



Another update, 
another review. 
Neil Mohr 

takes a quick 

I look at what the 
, PPaint 7.1 CD 
I has to offer 




supported, big bonus there - try loading a 
Jpeg or PNG image into Brilliance. Secondly, 
all the image processing functions, thirdly the 
ARexx interface and scripts and finally, true 
RTG support. For your average AGA user this 
may not mean a lot, but for anyone using a 
graphics card, this will probably clinch it for 
PPaint. L'j^ 



Bottom 

'8 



Requirements 

RED essential BLACK recommended 




I The documentation is provided on the CD in the mentations of the Jpeg, GIF and PNC image for- 
form of a comprehensive AmigaGuide document, mats. There is also the full version of Clonato's 
I To back this up, a number of tutorial animations are ColourType font program. 
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Product 


DETAILS 


Product 


Personal Paint 7.1 


Supplier 


Digita 


Price 


£29.95 


Tel 


01395 270275 


E-Mail sales@digita.demon.co,uk 


WWW 


www.cloanto.com 


Scores 


Ease of use 


90% 


implementation 


89% 


Value For Money 


95% 


Overall 


93% 
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Oavascrlpt is a scripting language 
that can be used within Web 
pages and the reason it has 
been hailed as a panacea to 
many current Web-connected problems is 
simple - it allows far more processing to be 
done at the client (your) end of the client- 
server Internet connection. This helps to 
both cut down the workload of the host 
machine plus, in general, speed things up by 
reducing the amount of Internet message 
traffic travelling down the lines. The easiest 
way to appreciate the benefits that 
Javascript can bring is to look at a couple of 
examples: Suppose, for instance, that you 
create a Web page containing a form (col- 
lection of text boxes and buttons) for pro- 
viding user-feedback. 

Because conventional Web pages (pure 
HTML pages) are not 'intelligent^, the tradi- 
tional way of processing such a form is to 
use tags embedded in the page to send 
back the user's entries to a script running on 
the server, that is, to the computer being 
used at your Internet service provider's end. 

It's typically done using something called 
the common gateway interface (CGI) and 
one common use of CGI programs, as far as 
forms are concerned, is to modify or validate 
input - converting entries to upper case or 
checking that the user has entered reason- 
able numerical values into particular fields. 

Needless to say, this arrangement not 
only takes time but also increases the work- 
load for the ISP computer you're connected 
to. Once an Amiga browser that supports 
Javascript becomes available, however, this 
current sequence of events will change. It 
will become possible to add scripts to Web 
pages containing forms so that, in many 
cases, the browser itself will be able to carry 
out any verification needed sending back 
the form contents to the server only once 
they are known to be valid. 

And it's not just form processing where 
there will be benefits. You'll be able to use 



Singing 



Javascript to add utility functions to pages 
setting up forms that represent calculators, 
provide number base or unit conversions or 
doing anything else that comes to mind. 
Page content will also become dynamic, 
since with Javascript it's possible to condi- 
tionally alter the appearance of a page or 
watch for particular types of events, such as 
a user activating a link or clicking a button, 
effectively attaching Javascript routines to 
those actions. Graphics effects, like timer 
based page fading, will also become possi- 
ble and the important thing is that all these 
things can occur without having to send any- 
thing to, or reload anything from, the server. 

There will be benefits for non-Web users 
as well. Just as it's possible to create HTML 
program documentation, help files or any 
other kind of text/graphics material for view- 
ing locally by a browser (i.e. from floppy or 
hard drive) rather than via a live Internet 
connection, such use is going to be possible 
with pages that contain Javascript. And 
make no mistake about the language just 
being another scripting arrangement similar 
to that which, say, AmigaDOS provides - 
Javascript is as powerful in many areas as 
languages like ARexx and C. 

So, even if you have absolutely no inter- 
est in the Net as such, Javascript could still 
conceivably be useful for building certain 
types of applications/utility programs. Auto- 
matic slide shows, multimedia presentations 
and in fact anything else that could make 




Java'3 iAlhcrmg momentum InOic computtrmarlieihaa raised hopes of a more open, 
decemializsd , anil tolerani sofrware future than the devBlopments of recent years have led us 
to expect. Por Amiga users, IthM given list to adsmand for participation in this 
future- -pamcipatlon that can only be provided by a good Java VirtuaJ Machine 
implemantation (the sofrware enguie that executes programs created In Java) for oui machiiie 

To meet this damand, Haage & Partner are developing a JavtLVirruelMachiM (JVM) 
implementation under the code rams ^Merapl*. In oui perception, the Java technology has 
several attractive features parriculerly from the Amiga users' point of vlev: 

* II -will bilnc In nev appllcatioiu . Dozens upon dozens of companies in the PC 
sofrvaremailiethava already committed Themselves to delivering applications that can run on 
any machine that supports Java, breaXln^ at last the old chains of platform IncompatilDiJlty. 
Their ne V products -vlll no v add value to the Amiga as vail as to the more common 
platforms. 

* As sofmre arailabUitr ceases to he a compelling factor in deciding on a computer 
platform, the Amiga's friendHnass and ease of use vill prove sufficient reason to choose it 
over eg. Windovsor the Mac OS tfone happens to prefer the Amiga computtr 



use of a browser window for input/output 
operations. 

Sounds good but the real bonus is that 
Javascript has been designed to be platform 
independent. Therefore anything you create 
on the Amiga will run on everything from 
PCs and Macs to Unix-based mainframes 
and this of course is why there's so much 
interest in its appearance. 

That said, however, because Javascript 
(like HTML itself) is relatively new and to 
some extent still changing, there are a few 
inconsistencies with implementations on 
most platforms. These can cause execution 
problems with certain scripts and doubtless 
there'll be similar snags on the Amiga plat- 
form as Javascript takes a hold. 

The good news though is that rapid 
progress is being made in ironing out such 
difficulties and the underlying basics of the 
language are already stable enough to 
ensure that portability advantages can be 
had (providing that any darker, currently 
implementation dependent, corners of the 
language are avoided). 

Javascript 

You don't need any special software to write 
Javascript code - any normal text editor, 
such as you might already be using to create 
your Web pages, will do. Like all computer 
languages. Javascript insists on certain lay- 
out and syntax rules being followed, and to 
be recognised, the statements which make 
up the Javascript program have to be placed 
between script tags in this fashion... 



<script Language - "Javascript'^ 




/* This is where the code would go - and 


ycur 


prograr:i can be as Large as you want! */ 




</script> 





Haage & Partner's MERAPI Java project is we// underway 



Javascript syntax has much in common with 
C and the lines in the above fragment illus- 
trate Javascript's way of representing multi- 
ple line comments. The C-i-i- single line 
comment, //, is also allowed and so the 
above comment could equally be written... 

//This is where the code would go - and your 
//prograns can be as large as you want! 

Other similarities with C include the fact that 
Javascript statements, variables and function 
names are all case sensitive. Blocks of state- 
ments are marked using braces {}, equality 
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the praises 




ava 
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" One of the hottest news items of late 
has been the fact that Javascript is coming 
to the Amiga. In this whirlwind tour Paul 

I Overaa explains what all the fuss is about 



uses a double equal sign = and so on. You 
can even finish a Javascript statement with a 
semicolon, although this C-style statement 
terminator is optional. 

There are, however, a few important 
areas where Javascript is not like C and luck- 
ily these differences (in the main) make 
Javascript easier to learn. To start with, static 
text can be defined using either single or 
double quotes (as with ARexx). And 
Javascripf s variable scoping rules are differ- 
ent - not only are variables defined outside 
a function regarded as being global (.i.e, vis- 
ible anywhere in the document) but, by 

<HT^!L> 

<SCRIPT LAfJGUAGE="J3';ascript"> 

function SendVaiue(forr.) 

{ 

//convert input data to uppercase snd send data 

forirr.data.value.toUppeCaseO; 

fori.subfnitO; 

} 

</SCRIPT> 

</HEAD> 

<fm f;;^:E="test" f^ETHOD="post'' 

HCTI0fi=--n[to"i01745.2100iCOT.pu5erve.co-"> 

PLease type something: <i:jPLIT TypE=^'text" 

N^KE='=d3ta'^ SIIE=4D> 

<br><br> 

<INPUT TYPE="button'' firtrE="button" 

VALUE="Send" onClick="SendValye{ ttiis.forir)> 

<nm> 

</eooy 

</HTML> 

Listing 1: Framework of a 
simple Java form handler 



default, variables defined inside functions 
are also global. As an absolute this would be 
a serious shortcoming but luckily a Var" 
statement is available for overriding such 
behaviour. Other differences include the fact 
that variable typing is dynamic so there is no 
need (or way) to define variables as being 
integers, floating point numbers and so on. 

In addition there are no switch state- 
ments nor any console input/output 
functions like printfQ or scanfQ- There 
are also no pointers, structures or 
unions and Javascript, except for a few 
strictly limited methods, does not provide 
conventional file handling and so can nei- 
ther write data to, nor retrieve data from, 
disk media. This, in conjunction with the 
inability to manipulate memory (due to 
Javascripf s lack of pointers), has been a 
deliberate design objective - the aim, 
of course, being to limit the possibil- 
ity of spreading viruses through Web 
pages. 

Objects galore 

Although not an object-oriented language in 
the true sense, objects do nevertheless play 
a large part in Javascript programming. Dis- 
played documents, links, anchors, forms 
with their buttons and text boxes are just 
some of Javascript's objects and as such 
have both their own properties and func- 
tions (so called 'methods') which can be 
applied to them. For example, bgColor and 




fgColor are document properties which 
specify the background and foreground 
colours that should be used. You might 
therefore set the foreground (text) colour of 
a document to black using this statement... 

docunent.fgCoLor^^OGODOO; 

Similarly, one of the methods used to place 
text into a document is called 'write' and to 
dynamically place a 'Welcome to Javascript' 
message onto a page you'd use... 

document ,i>rite{"WeLcore to Javascript!"); 



Event handling 

One of Javascript's most important charac- 
teristics is that it has built-in event handling 
facilities that can detect the use of buttons 
or links, page re-loading and so on. The best 
way to get an idea of how useful this can 
be is to look at a complete example and list- 
ing 1 provides just such an illustration. It 
shows a code framework containing a 
SendValueQ function that might be 
used to collect a text field from a 
simple form and convert it to 
uppercase before sending the form 
nformation to ifs e-mail destination. 
The function itself has been placed 
in the header section of the web 
page but notice also that one of the 
form Send button attributes is given as... 

onClicF; = ''SendVflLtje( this.fcTi)'' 

This onclick event specifier tells the browser 
to call the function SendValueQ, which 
we've written into the page, whenever a 
user activates the Send button. As written 
the parameter provided to the function is 
the whole form, i.e. a form 'object and 
SendValueO is able to extract or modify any 
information that it needs by using the 'value' 
property of any form fields it wishes to use. 
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All I've done in the example code is to 
convert the input text to uppercase using 
the string object's toUpperCaseQ method 
subsequently submitting the form using a 
submitQ method, Of course, had more 
extensive processing been required, I could 
have chosen to first copy the contents of the 
text box into a separate variable using this 
sort of code.,. 

var f np(jt_va I ije= fori?. data. value; 

which, in this case, would have stored the 
text field value in a local variable called 
input_value. If I'd then wanted to check this 
item against some specified value a condi- 
tional test of this nature could have been 
used... 



Project Block 

l!IB^fF?^r 



<htnl> 

<head> 
<title> Uk 



Windows Search 



if( 


input. 


M 


ue=- 


?^) 








II 


do 


soiieth 


ng 


) 













<s<:ript lf 

function C! 

{ 



Output to Clip 




</SCRIPT> 

</head> 

<body bg . . 

Kh2>(letcone to Paul Overaa's BC Site Corner</h2> 



<body bgcolor="|ffffff" background;" pao.bg.gir> 



Javascript code can 
be added to a Web 
page using any 
-L| conventional ASCII 



Get the idea? And, having performed any 
required conversions or checks, the new 
value could then have been re-inserted into 
the form like this... 



foTT.data. value^inpiji^value; / 


* value now 


T-odified! */ 




And That's Just For Starters 





I've barely been able to touch the surface of 
Javascript in this introduction and there's 
much more to be said. Javascript also caters 
for loops etc., and provides things like a 
built-in Date object which has methods 
(functions) for all commonly needed 
time/date conversions. Then there are user 
interface methods which allow alert boxes, 



Qhe Java Connection 



In case you're in any doubt, let's get one 
thing dear - Javascript and Java are NOT 
the same. Java is a full featured object- 
oriented programming language that has 
some resemblance to C++. It's a com- 
piled language but, since it has been 
designed to be platform independent 
programs end up as a series of machine 
independent files containing so-called 
Java byte codes. On the target machine a 
Java byte code interpreter, often pro- 
vided as part and parcel of a browser, 
then executes the equivalent code for 
the processor in question. 

In this way programmers can, among 
other things, write 'Applets', mini-appli- 
cations programs that can be down- 
loaded from a Web site and executed by 
a Java-supporting browser 'on-the fl/. 
This opens up possibilities for some 
fairly amazing graphics/animation 
effects and so on with, again, the key 
issues being firstly the fact that the 
applet is portable and secondly that, 
once downloaded, these graphics effects 
are being produced without the need of 
further server-client control interaction 
since the applet is then running on the 
client machine just like any other appli- 
cation! 

Java, most notably in the form of 
Haage & Partner's MERAPI project, is 
also coming to the Amiga. However, the 



stumbling block for Amiga coders in gen- 
eral is that C rather than C++, has been 
the mainstream language for program 
development and moving from C to Java 
is going to carry with it a fairly hefty 
learning curve. Despite some common 
ground between the syntax of C and Java 
the object oriented nature of Java means 
that many Amiga programmers are going 
to have to come to terms with a whole 
new programming philosophy and this 
will take time. 

In the main, coders on other platforms 
have been slightly better prepared for 
this change. Many PC coders for example 
were already familiar with object ori- 
ented coding from things like the 
Microsoft Foundation Class libraries 
(MFC) which are used with Visual C++ to 
provide a dass-based interface to the 
Window's API (applications program- 
ming interface) so the transition from 
C++ to Java was smooth. 

Most Amiga users will not have such 
an advantage but the fact remains that, 
as with the easier to learn Javascript, 
there are going to be enormous long 
term benefits to be had by coming to 
terms with Java. And with that sort of 
incentive there's no doubt at all that a 
large percentage of the Amiga coding 
community will be jumping on both the 
Javascript and the Java bandwagonsl 



message box prompts and so on to be dis- 
played, and even a good selection of maths 
routines including trig functions. 

Rest assured that, now the appearance 
of a Javascript enabled Amiga browser is 
imminent, more detailed tutorials will be 
coming. For now, however, the big ques- 
tion is which browser will win the race? It 
certainly looks at present as though 
iBrowse will be first past the post, but 
doubtless others browsers will rapidly fol- 
low suit and make no mistake - this latest 
browser direction can only be good for the 
Amiga platform in general. Needless to 
say it also provides quite a boost for the 
loyal band of Amiga users who, given the 
difficulties encountered over the last cou- 
ple of years, are long overdue for some 
good news! 
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Search engines like AltaVista can give direct access to 
vast amounts of Web'based Javascript information 
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THE BEST OUAHTY PD & SHAREWARE 

The LEADER - 
OTHERS CAN ONLY FOLLOW! 



FREE FRIENDIA HELP BY 

POST or PHOM: ANYTIME! 

FREE CLl'B NH:MnERSHIP 

PICK YOliR OWN PROGRAMS! 

BY NAME NUMBER AND SIZE! 

IT'S EASY! 

500k nmke.s I bootable disk! 

800k makes I non-hnolttble disk! 



FREELY UPDATED CATALOGUE 

WITH FULL DESCRIPTIONS 

INDEX & VIRUS CHECKER ONLY £1! 

Phone for the LATEST PROt.RAMS! 

1-3 dists £1.50 

4 nr more 
OMA t:i.25! 



PO Box 672 

South Croydon 

Surrey CR2 9YS 

Tel: 0181-657 1617 



COMPUTER SYSTEMS 
& SERVICES 

Amiga & PC Specialists 



Business Card, Leallet & Presentation Design & 

Printing Service, plus many other Services. 

For free Catalogue Disk & Information. CALL 

Computer Systems & Services 

16 Eliza&etfi House. Durham Ave. Gidea Park, 

Romtord. Essex RM2 6JU 

CALL 0976 232 939 

Amiga 5g/vfCQ$ ^ infQrmation 

Please make Cheques & Postal Orders payable to 
M. J, Bixby 

PC & APPLE MAC SERVICES 

We also provide PC - Repair - Upgrade & 

Custom Building Service, for all you PC buffs for 

more information CALL 

Loufse01708 709151. PC ONLY 

Apple Mac Services GALL 0850 585 337 



'^Fax 01942 497928 

E-Mail: ■xamigaCa^wBzip.ca.ult 

Far a FREE catataguo af the latcrt and faeit in Amiga Public Domain loftwaro simply 
iond us your name <£ address and a fooxe xtamp 

PD prices: l-IO SOp; I 1-20 70p; 21+ 60p 

Postage & Packing is free on all PD orders — Local orders qualify for free delivery 

AU orders arc- sen[ First Ctass and we only use newTDK/Fuji disks 
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5AC ©O (DeptAC),79Woodnook Road.Appley Bridge, Wigan, Lanes WN6 9JIR 

•^■w ww^ Amiga enthusiascs catering for Amiga enthusiasts! 



S&S welcome any enquiries from new and experienced Amiga users alike 




FREE PD SOFTWARE 



AMIGA - PC - All Commodore 

Call (0181) 651 5436 or 

Write to 45 Brookscroft, Linton Glade, Croydon CRO 9NA 

www.icpug.org.uk 

independent Computer Products Users Group 



CLASSIC AMIGA PD 

software 



FULL RANGE OF PD SOFTWARE CD-ROM, GD32 AND 

ACCESSORIES AMfGA GAMES AT SPECIAL PRICES 

PHONE FOR FREE CATALOGUE DISK 

0161 723 1638 



11 Deansgate, Radchffe, Manchester 
I Open 12-9pm 7 Days 



THE BEST AMIGA USER GROUP IS 15 YEARS OLD!!l! 



To celebrate Chic Computer Club is now offering amazing half price subscription to its unbeatable User 

Group Service. Members get great discount offers, tliousands of new contacts, free help & advice, gigabytes 

of free PD/Shareware from our exclusive BBS. Regular newsletter. Second-hand hardware, service. Plus: 

Now also FREE Internet Home Page and E-Mail address, and FREE advertising on our Internet site. 

Plus Full Internet Connection for LESS THAN £1.00 per month!!!! 

PreUsed 3.5" DS/DD Disks |ust 7p each (+p&p) 

Find out what you're missing by sending an SAE for our FREE intro paclk to; 



C.C.C. AC17 , P.O. Box 121. Gerrards Cross, Bucks, SL9 9JP. 01753 884473 



We also offer groups for IBM/Apple/Atari/8 Bits/Consoles/Fantasy/SCI Fi Gamers and Midi Music users 
Trade and Dealer enquiries welcome. Web Page at HTTP://wvifw.Lik-main,com.^chic 



CHROM 

Cr^ativm Nom«_. Computing 



Genlocks • Accessories 

Printers • Monitors • Speakers 

Complete Amiga/PC Systems 

Support Services • Books 

File Conversion/Photo scan 

Multimedia • Design • Video 



01328 862693 

email - chromanel^aoi.com 
web - http://members.aol.com/thromane 



DISK 

DON7 BE DECEIVED by our small 
advcit. We lire now in our sixth year 
of trading and stock thousands of PD 
tides (from only 60p) and CD Roms. 

Th« Amiga has had a hard hnvs. over the last few 
years, but there is still a vast amount of PO soft- 
ware available. So do your Amiga a favour and 
claim your FREE catalosue, listing all our titles t>y 
sending an SAE to 
PArHFTHDER PD (AMC), 
41 Marion Street, Bingley, West Yortc^re BD16 4NQ 
TetTax; 01274 565205 
Email: Sales@pathpd.demon.co.uk 
or download It from our new internet web site.- 
http- '.'www.pathpd.demon co.uk 
JUST CHECK OUT OUR PRfCES! 
too Disk Labels £1 45, Mouse Mat £1 99 
Orsk Drive Cleaning Kit £250 
A1200 Dust Cover £1.99 
Post & Packing for orders under £6 is just 60p 
and FREE for orders over £6 



FREE FREE 

GAMES CHEATS 1.4 EMULATOR 
ON ALL ORDERS 




FREE FREE 

LIBRARY DISK POST & PACK 
ON ALL ORDERS 



PLATFORM GAMES 

L.i 1330 CAPTAIN BONUS 
1233 ROACH MOTEL 
1445 10 C.W. GAMES 
15S3LANCE-0-LOT 
1462 CHARLIE COOL 
m\ ITS HIDEOUS 
1684 THE BIRDIES 
' 1878 JUMPMAN DELUXE 
! I 2003 A12 BANANA IS 
SPACE BLASTERS 
n 911 SOLO ASSAULT 
n 906 OBLITERATOR 
LJ 498 THE LAST REFUGE 
^ 1434 SPACE BLASTER 

1789 MEGA TYPHOON 
\: 1855A12SPEEDBREAK 

1885 BLASTED 
' 1904 CREEPY CRAWLIE 
i i 1921 WITNESS 
Li 1935 SPACE ESCAPE 
r I 1942 GALAXY BLITZ 
ARCADE GAMES 
!_; 273 KELLOGS EXPRESS 
LI 1368 ALIENS F.F 
r 1 1338 STRIKE COMMAND 
L.i 1500 U.PD. 24 GAMES 
'_' 1880 A12 SLIPSTREAM 
^ 1908 At2 FLY TIGERS 

1344POStDEN 
^ 1948 ANTS 
i^ 1998 SUN -NOT 1.3 
r : 2008A12OOKICKIT 
PD. VERSIONS 
I I 025 HUNTER PLUS 
LI 815 LEMMINGS PACK 
:. I 023 RICK DANGEROUS 
ri 1457TI-FIGHTER 
' ■ 022 THE GODS 
' 026 ROBOCOP V2 
i 1702 S.W.O.S. MOON 
' 1 778 PSNBALL FANTASY 
COMBAT GAMES 
941 FATAL BLOWS 
938 MARTIAL SPIRIT 
' , 290 FIGHT WARRIORS 
i I 1238 WEAPON MASTER 
i 1 1428 CYBERGAMES 3DSK 
' ' 1548 FIGHT A1200 

1720A1200SAMURI 
CLASSIC GAMES 
■_: oil ASTEROIDS 
_. 693 MISSILE COf^MAND 

778 OVERLANDER 
iL 692 SPACE INVADERS 
U 841 COOKIE 
G 308 DONKEY KONG 
DRIVING GAMES 
r i 951 FLAMING ENGINES 
_ 1469 THE ROAD TO HELL 
Li 1417 MANG FENDERS V2 
ij 1466 A12 KNOCK OUT 
U 1642 A1200 EX RACING 
i_! 1 70S A12AER RACERS 
. 1893 BOSSCAR 
L 074 FI EDITOR 96/7 
SIMULATORS 

332 SEALftNCE-SUB 
_:. 333 BATTLE CARS V2 
." I 926 HELICOPTER 
Li 1273 A12 TRAIN DRIVER 
SPORTS GAMES 
! ' 1014 CRAZY GOLF 

630 TEN PIN BOWLING 
: 11712DSKCRS-ANGLER 
", 1373 ICE HOCKEY 
_ 1317A12G0NFISH'N 
^ 1465 A12 2 DISK TENNIS 
: 1251 TOUR TENNIS 
! i 1630 INTER CRICKET 
n 1700 GOLF 9 HOLES 
HINTS & CHEATS 
LI 418 1000 CHEATS 
L: 931 BACKDOOR V3 
[L 821 PASSWORD MANIA 
i„l 813 GAME TAMER V4.S 
LI 820 MEGA CHEATS 
LJ 681 SIERRA SOLUTIONS 
' ' 1 1 18 UP TO DATE VI 

1358 GAME SOLUTIONS 
„ 1653 SOLUTIONS V3 
__ 1651 SOLVES 6 DISK 
OVER 18 GAMES 
|_ 997 2DSK ADVENT VI 
I. I 1001 2DSK ADVENT V2 
I. I 101 TERROR LINER VI 
LI 1081 ADULT TETRIS 
' I 1248 STRIP POKER 
'i 1 145 A12 NUMBERS VI 
1335 ADULT DROIDS 
1533 DRAGONS BALL 
__ 1517 ADULT BOMBER 
: 1654 LEGO BREAKOUT 

1768 4 DSKA12 ADVENT 
„ 1906 BLIND DATE 



TETRIS - COLUMNS 

L^ 294 KLACK-TRIS COLMS 
LI 107 TWIN-TRIS TETRIS 
in 293 DR-MARIO COLMS 
^1 1602 SUPER FOUL EGG 

.; 1627 PILL-MANIA 
: i 1919 VANILLA TETRIS 
L; 1954A1200PLU8Z 
!_] 2000A12WORM-TRIS 
PAC-MAN GAMES 
U 1096PUC-MAN 
Li 1138AI2aBERMAN 
'_, 1346WABESPACMAN 
i 1 1648 A12 BOBS LEMON 
[J 230 SUPER PAC MAN 
" 1931 A1 2 PLAY PAC 
'J 1956 JACK-MAN 
BREAK-OUT & PONG 
J 003 MEGABALL VI 
n 459 MEGABALL V2 
LI 1459 CYBERSPHERE 
n 559 ME GAB ALL V3 
•J 1704 BORIS BALL 
n 1853 DOUBLE BAHLE 
U 1924 OUTSIDE BREAK 
BOULDERDASH GAMES 
[J 1527 ICE MINE PRO 
I 1 1595 NEW MINES 
'^ 1569 BUG MINES 
1 ■ 1572 UNDER MINES 
"L 1573 GOLD MINES 
"^ 1577 EMERALD HEAD 
i_i 1580 EXPERT MINES 
ri 1582 DENMARK MINES 
LI 1583 STYX MINES 
n 1892 SPACE MINES 
Li 2013 WONDER MINES 
PUB -CLUB GAMES 
n 1304 CHECKERS V2 
y 222 FRUIT MACHINE 
L_ J 375 CARDS SOLITAIRE 
Li 1246 AMIGA CRIBB AGE 
n 1362 PUB DARTS TOUR 
L I 560 WORLD DARTS 
L 1450 SAT SNOOKER 
Lj 1112A1200XaRDS 
n 1930 A1 2 DOMINOES 
I 1 1929 A1 200 YATZEE 
BOARD GAMES 
' .1 910 NEW MONOPOLY STAT 
J 631 SCRABBLE 
_• 476 CHESS GAMES 
Z 1433 LIFTS & LADDERS 
ADVENTURE GAMES 
a 116STARTREK2DISK 
n 297 NEIGHBOURS 2 DISK 
[J 1671 BREED 1996 
L I 1753 A1 200 GLOOM 
^ 1894 TIME RUNNER V2 
Z 1925 DUNGEONS 
STRATEGY GAMES 
LI 876 GLOBAL NUKE WAR 
L.1 826 IND-ESPtONAGE 
_, 1182 A12 NIGHTMARE 
n 1170 A12 LORDS 2 DSK 
D 1431 UFO UNCLOTHED 
n 1547 SOLO STAR-TREK 
PUZZLER GAMES 
iLI 953 CHANEQUE 2 DISK 
D 859 10 PUZZLERS 
D 1550 PUZZLE PITS 
n 1546 EXPERT BALLS 
L: 1633 THE WOOGLIES 
_ 1765 BRAIN BALLS 
MANAGER GAMES 
_ 876 SCOniSH LEAGUE 
L: 321 AIRPORT 
O 443 SLAM BALL 
r .1 817 BLOOD BALL 
IJ 1429 ULTI MANAGER 
[J 1699 PREMIER PICS 
D 1 763 AtR TRAFFIC 
n 1771MiCROMART3 
QUIZ GAMES 
!_: 1031 TREK TRiVS DISK 
n 715 POP MUSIC QUIZ 
; I 309 THE QUIZ MASTER 
LJ 462 WHEEL OF FORTUNE 
U 1597 QUIZ 555 
LJ 1683 HOLLYWOOD TRIV 
n 1670 A12 DEATH ROW 
LOGIC GAMES 
LI 1037 MARBLES GAME 
I J 1035 ATOMIC GAME 
U 119 DRAGON'S TITLES 
n 112 DRAGON'S CAVE 
n 1477 BOMB MANIACS 
i_J 1476 MARBEL-LOUS 
: ' 1687 TILE MANIA 
' . 1922 LOGICS 
L! 1960 BLOCK BLANKS 



AMIGA LEISURE 

I I 205 AMIGA PUNTER 
n 228 PERM CHECKER 
r 1210 LOTTO LUNATIC 
L 143SA-GENEV5 
r 1594 LOHERY SYSTEM 
C 1682 THE PHYSICIAN 
[J 1982 DYNAMIC SKIES 
A 1200 MEGADEMOS 
! I 1270 DOOM RAVE 
P 11 65 VENTILATOR 
n 1414 2 DISK DOVE 
□ 1415 MYSTIC ILEX 
D 1725 DREAM WITH ME 
L 1783 FATAL MORGANA 
L 1939ATMOS-FEAR 
r 1934 A12 2DSK LIARS 
(_ 2002 POKE THE EYE! 
AMIGA MEGADEMOS 
LL 460 TEKNO RAVE 
U 1015 2DSKTAZ QUEEN 
LI 1120 2DSKTAZ-QUEEN2 
U n04 2DSKOXYGENE 
L 1084 ASCII NOT 1.3 
D 1785 TECHNO TRACKS 
D 1816 BATMAN 2 DISK 
CI 1985 COLOUR CYCLE 
A120Q SLIDE SHOWS 
r 740 4 DISK MANGA 
n 1271 PIXEL STORMS 
Z 1193LEMMINGTONS 
r 1646 MISS MANGA 
n 1650STARFLEET3DSK 
AMIGA SLIDE SHOWS 
LI 704 REVELATIONS 
LI 061 PAT NAGEL'S GIRLS 
L 936 AVIATION HISTORY 
r 1498 NIGEL MANSELLS 
D 1472YABADA8ADO 
ARTWORK PACKAGE 
L 063 ULTRAPAINT 
L' 349 SPEQRA COLOUR 
L^ 748 ILLUSION PAINT 
D 1460 A-Z PAINT PAD 
C 1565 CARTOON STUDIO 
L 1707 PERFEQ PAINT 
D 1760JNRPiaSSO 
n 1932 DOODLE NOT 1.3 
ARTWORK PROGRAMS 
n 1299A12MAGNi-CAD 
IL 071 GRAPHICS CON KIT 
L 070 GRAPHIC UTILS 
L 133 FRAC LAND BUILD 
C 1026 PiaURE LAB 
ANIMATIONS 
n 084 PUGGS IN SPACE 
IJ 651 FAIRLIGHT242 
D 831 RED DWARF 
LI 475 BAIT MASKING 
L 347 NEWTEK V3 2 DISK 
r 187 ANIMATION STUDIO 
AMIGA VIDEO 
n 329 VIDEO INSCRIPT 
Li 790 VIDEOTRACKER 5 DISK 
I I 148S-MOOVIE 
MUSIC MAKERS 
Li 220 FUNK KEYBOARDS 
L 431 RAVE KEYBOARDS 
L 202MEDV3.2 
I I 729 DRUM MACHINE 
Lt 787 SONIC DRUM KIT 
I I 738 GAMED V2 
D 136 THE ART Of MED 
L 192 THE COMPOSER 
L 61 8 MUSIC DATABASE 
r 981 AUDIO ENGINEER 
L 1268 HIPPO PLAYER 
L 1681 PROTRACKER 3.5 
L 17910aATUTORV5 
Lj 1971 SAMPLE MAKER 
CLASSIC - POP 
D 1029 COTTONEYE SONG 
n 201 PIANO CLASSICS 
L 234 VIVALDI 2 DISK 
L 342 AIVIIGA-DEUS 
n 213 DIGI CONCERT V2 
n 620 BAGPIPE MUSIC 
L 248 EXPRESSION V2 
n 473 RHYTHM'S DANCER 
L 1357 2MEGDACOV1 
L 1759 GUITAR BLUES 
L 1757 HEAVY METAL 
n 1800TEKNOMAGE96 
D 1968 BEATLE MANIA 
SAMPLES - MODS 
G 660KORG0JW8DISK 
G 647 SOUND FX 3 DISK 
G 619 DRUMS 2 DISK 
n 1666 URBAN 6 DISK 
G 1588 DANCE 5 DISK 
G 1258 MOVIE SAMPLES 
G 1828 NEW WORMS SFX 
G 1861 MONTY PYTHON 
G 1850 ANSWER-PHONES 



AMIGA EMULATION 

G 423 2 DISK SPEQRUM 
n 889 PC EM 2 DISK 
L 327 AQION REPUVY 
_ 955 DOWN TO A500 
G 313UPTOA500PLUS 
_ 414UPTOA1200 
r, 1977RELO-KICK 1.41 
DISK COPIERS 
G 727 MULTI TASK (MT) 
n 158X.COPYPRO 
L 357 COPY AND CRACK 
G 325 LOCK PICKER V2 
n 1667 COPY & CRACK V2 
L 1896 COPY & CRACK V3 
HARD DRIVES 
G 779 W/B 3 INSTALL 
-^ 780 W/B 2 INSTALL 
l_j 490 8 DISK MAGIC W/B 
n 1692 A BACKUP V5 
IG 1674 CD ATARI 
n 1775 2 DISK MUl 3.6 
G 1770 2 DSK ERROR TALK 
G 1966 GAME INSTALLLV9 
G 1967GAME INSTALL VI 
PRINTING 

G 243 AWARD MAKER 4DSK 
G 065 AMIGA FONT 7 DISK 
L too PRINTER DRIVERS 
!_! 048 PRINTING STUDIO 
LI 345 BANNER MAKER 
G 057 TEXT ENGINE V4 
G 394 INVOICE PRINT 
n 749 FORM PRINTER 
G 1658 CARD AND LABEL 
G 1842PRINTMASTER 
.. . 2012 FONT EDITOR 
AMIGA BUSINESS 
G 832 DATABASES 2 DISK 
G 092 ACCOUNT MASTER 
i^ 470 LITTLE OFFICE 
Li 244 SPREADSHEET 
G 535 UK S.TD, CODES 
U 1464 DIARY 200O 
-L 1368AMtBASEV4 
G 1758 DAILY LIVING 
G 1976 NOTE-BOOK 
COLOUR CLIP ART 
G 637 6 DISK COi/BRUSH 
G 633 7 DISK CUP ART 
l_ 901 9 DISK WORLD MAP 
MONO CLIP ART 
_i 172 15 DISK PORTFOLIO 
_ 5S8 7 DISK CLIP ART 
AMIGA MODEM 
G 702 COM MS TUTORIAL 
G 413N. C0MMSV3 
G 079 OPTICOMMS V2 
G 1032 MAX BBS PROG 
PROGRAMMERS 
G 288 A-BASIC TUTOR 
n 306 UNDERSTAND AMOS 
G 722 TONS OF AMOS 
G 1067 AG A DATATYPES 
G 1691 NORTH C 
G 1754 AMIGA DOS FRAU 
DO IT YOURSELF 
^ 239 SUDESHOW MAKER 
n 808 MAKE A DISK 
G 242 MENU MAKER 
G 1154 HEDLEY GUIDE A12 
G 1903 MAKE A DISK V2 
VIRUS CONTROL 
G 506 At 200 VIRUS 
G 160 M.V.K. PLUS 
AMIGA UTILITIES 
_ 1030 A12DI0NIC TOOLS 
._ 612 4 DSK TOOL KIT 
G 1629 UN-ARCHfVER 
LI 1983 CRUNCHERS 60 
DISK & SYSTEM 
G 166 SYSTEM TESTER 
n 467 FILE UNDELETE 
G 194 DISK OPTIMISE 
L 356 ENGINEERS KIT 
'_ 245 FIX DISK 
._ 168 HARDWARE MAN- 
UAL 

_ 1881 HARDWARE MODS 
AMIGA EDUCATION 
_ 766 GEOGRAPHY 
L: 532 MATHS 5 DISKS 
G 644 ENGLISH 4 DISK 
G 486 LANGUAGES 4 DISK 
G 270 PLANETS 6 DISK 
G 304 ENGINES 5 DISK 
G 1269 DPAINT 4 TUTOR 
I J 937 A1200/ 600 TUTOR 
G 1361 2 DISK INTERNET 
L 1360 AMIGA GUIDE 
; I 1918 KLINGON TUTOR 



DfSKS COST £7.50 EACH, NO MINIMUM ORDER, ALL VIRUS FREE AND USER FRIENDLY 

All Games are on 1 disk and run on all Amigas unless otherwise stated. 

PICK AN EXTRA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE 
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I Jason Jordache 

chats to Aminet 
supremo Urban 
I D Mueller 



O software archive stashed on a 
borrowed 25MHz 030 com- 
puter with 50Mb of hard drive 
space available for uploads. 
This was the beginning of Aminet, the seeds 
of which are rooted far away in deepest 
Switzerland. 

The reason this small-time project didn't 
fizzle out? As Urban, the guy behind Aminet 
says, "The secret is that it's not just any 
archive, but an Amiga archive, and Amiga 
users are unlike the users of any other com- 
puter in the world. In fact it is the user com- 
munity that keeps the Amiga alive and 
kicking now that it has lost the technological 
lead it once had. It was the user community 
that made that tiny little archive one of the 
biggest success stories on the history of the 
Internet." 

The original archive started out with 40 
visits per day, enough to impress Urban to 
write the .readme collector program, and 
the one thing that still separates the Aminet 
network from any other. Nowadays, spread 
over some 30 mirror sites, the main archives 
are taking visits and uploads way up on pre- 
vious counts. We asked him what he has 
been up to these days. 

//: "How much of your day goes into main- 
taining Aminet? What kind of things do you 
get up to?" 

UM: "Today, my work consists of checking 
and adding uploads, keeping services run- 
ning, answering mail and writing administra- 
tion software. The first three involve 
between one and three hours a day, all year 
long. Writing admin software can be zero for 
long times, but sometimes it is a full da/s 
job. Whenever I am making a new CD, I'm 
really working 100 percent on Aminet. Since 
there have been a lot of CDs lately, I don't 
seem to have much time for anything else." 

"My big project at the moment is a single 
big mirror administration program that 
everyone can install very, very easily. This 
would enable you to have your own per- 
sonal Aminet copy within minutes and never 
have to touch it again. When I install it on 
the main site will, it will work on the mirror 
sites as well (this is not the case yet and that 
kept me from installing many services I 
wanted to). This exists and works in my 
upcoming mods archive, but is not yet pow- 
erful enough for all the features that Aminet 
offers." 

"Of course I'm not alone. We have 120 
people on the Aminet administrators mail- 
ing list! Of these, only Matthias Scheler does 



r am 



work on the main site, while most of the 
others are mirror admins and don't have to 
do anything unless something goes wrong." 

JJ: "We all want to know what the D stands 
for in Urban D. Mueller." 
UM: "Dominik. Probably the only part of my 
name you don't mispronounce." 

JJ: "How is your name spelt phonetically? 
Here, let me have a go first: Err-ban Mule- 
lar." 

UM: "oo-r-bah-n m-xx-ll-er 
oo=tool bah=heart xx=not known in Eng- 
lish." 

JJ: "I've recently been sending bag loads of 
my work to my dir on Aminet. Do I get a free 
CD?" 

UM: "Yep, like everyone. Under the current 
policy, everyone who provides his e-mail 
address in the Author field of his .readme 
files is sent a mail with instructions when 
the CD comes out. You do have to pay for 
the shipping though." 

"Single Aminet CDs come out every two 
months, only Aminet CD 15 was an excep- 
tion; it went between Aminet 14 and Aminet 
16 so we had three disks within three 
months." 

JJ: "What are your plans, Internet and CD 
wise, for Aminet over the next few months?" 
UM: "The content of Aminet, as you'll surely 
agree, could hardly be much better; we sim- 
ply get everything that's out there. The pre- 
sentation, however, needs to be improved, 
especially in the WWW version. The reason I 
haven't done so a long time ago is simple - 
40 mirrors. I cannot ask 40 mirror admins to 
install complicated programs to maintain 
the WWW interface and answer queries. On 
the other hand, if I install them only on the 
main site, the whole concept of mirroring is 
quite useless." 

"I therefore took the all or nothing 
approach. I'm working on a single easy-to- 
install program that completely manages an 
Aminet mirror and all the associated ser- 
vices. This program is already in use (Javarc, 
see below) but not powerful enough to han- 




dle Aminet. As soon as that happens, 
though, you can expect to see more mirrors 
(you can even run it on your own Amiga) 
and better mirrors (many WWW improve- 
ments are planned)." 

JJ: "Will you ever produce a DVD-Aminet Set 

with the whole Aminet?" 

UM: "It might happen, but not in the near 

future. Also, as far as I know, only single 

layer DVDs are currently available, but the 

whole Aminet is so big it needs a four layer 

DVD." 

JJ: "What about your other 'archive' initiative, 
Javarc (www.javarc.org)? 
UM: Javarc is only an archive of postings 
made to the newsgroup 

comp.lang.java. announce which I moderate. 
It's new and small, so it was a good test for 
starting an archive from scratch, which is 
what my new mirror program is doing. Also, 
I'm very interested in Java." 

"Currently in the making is a third project. 
I was never satisfied with the presentation of 
mods on Aminet, a specialised archive can 
do better. And thaf s what I'm building right 
now. By the time your readers see this, there 
should be already something quite nice, 
have a look at 

http://sunsite.doc.ic.ac.uk/media/audio/mo 
ds" 

//: "When can we expect to see the first 

Javarc CD-Rom? 

UM: I'd love to have the time to compile 
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one, since playing with Java applets often is 
a test of patience, but unfortunately I don't 
get around to it." 

yy;"What do you think of ProDAD, PIOS and 
Phase-5 projects?" 

UM: "I haven't personally seen any of those 
yet, but anything that injects new technol- 
ogy in the Amiga is good." 

Si: "What are your feelings towards the 
Amiga's situation? 

UM: The worst that could happen to it has 
already happened, and the Amigans are 
quite unimpressed. The Amiga, with a little 
help from Aminet, is self-sustaining." 

i/;"A future of nanotechnology, cloning and 
true machine intelligence. Where would the 
Amiga stand in all of this? A relic of bygone 
ages, a memorable dust collecting trophy 
from the good old days? I envisage a world 
of computers which have the structure of 
VCRs in the sense that they can all do the 
same things, but instead of talking in terms 
of Amigas and Macs, we talk in terms of 
brand names like Hitachi, Deccacolour, Sony 
and so on." 

"You could run Workbench if you wanted 
to, but you could just as easily run a plethora 
of Mac or PC titles for what it's worth. You'd 
have the best that every current make of 
computer has to offer, melded into a box 
we'd probably refer to as the Personal Com- 
puter, PC for short. You could stick an Amiga 
logo on the box, but at its heart it would 
have the killer feature quirks of any plat- 
form." 

UM: "What we all like about the Amiga is 



using it. Not the fact that there is an 
MC680xO in there and the expansion slots 
use the ZORRO standard. Therefore, we 
don't want to be tied to any hardware plat- 
form, the OS should be platform indepen- 
dent." 

"But how come all platform independent 
OSs have failed so far? The reason is that the 
software for those OSs was not platform 
independent as well, 
so people will con- 
tinue to choose the 
platform they get the 
most software for." 

"Java software is 
an example for plat- 
form independent 
software, but not a 
very good one. It's 
just software written 
for one very simple, 
imaginary CPU. If 
you want to run that 
on a different CPU, 
you have to either 
emulate the Java 
CPU or analyse the 

code and recompile it. (Check guavac and 
kaffe on Aminet for Java interpreters.)" 

'The real way to do it is faster and better 
and no major OS has it yet. The trick Is very 
easy; Toda/s software is generated in sev- 
eral steps from source code by a compiler. 
The compiler has its own, structured repre- 
sentation of the program, and only in the 
end it will create code from that. All you 
have to do now is store whatever you had 
just before generating code as the program 
and make the code generator part of the OS. 
This is not hard at all and doesn't slow down 




program loading 

much either." 
"If, as described, the 
Amiga software man- 
ages to detach itself 
from the current out- 
dated hardware and 
hop to any, then the 
Amiga feeling has a very bright future." 



Name: 


Urban D. Mueller 


Age: 


27 


Interests: 


Amiga (duh), archive 




administration. 




juggling, cinema 




(collecting laser disks). 


Computer setup: 


A4000/040/40MHZ, 




2x2G HD, 44M mem. 




Philips CD-Writer, HP 




DAT Ethernet 



ROM LITTLE ACORNS 

Urban took over the small computer based archive that was to become 
Aminet from the local students club way back in January '92. Here's the 
early evolution of Aminet in his own words. 

"The archive ran on a computer donated by Commodore Switzerland. 
I saw that 40 users logged in per day. I was impressed. Hey, that was 
happening unnoticed while we were using that computer for mail, news 
and FTP. But hell, 40 users a day are 280 per week, thafs quite an audi- 
ence." 

"The .readme collector generated the RECENT and SHORT file every 
night. And amazingly, many uploaders took the extra work of writing the 
special readme files needed to generate those file lists. Slowly, the site 
started getting popular. Then, in April, came the ab20 shutdown. People 
were desperate to get a replacement, and many turned to amiga.physik. 
Too many in fact. We had to install a user limit. And 50Mb of disk space 
may have been appropriate for a small unknown site in Switzeriand, but 
for taking over all traffic the job from the 250Mb ab20 which had ruled 
Amiga FTP before?" 

"This could have been the quick death of a promising archive since the 
majority of users would have had to use another. But not on the Amiga. 
I asked my friends on the #amiga channel of IRC whether they had the 
resources to run a mirror of our site. One of the, Peter Sjostrom, had. 1 
May 1992 was the moment when amiga.physik became Aminet - a col- 
lection of interconnected FTP sites. I wrote some mirroring scripts that 
allowed very frequent updates and forwarded uploads made to his site 
in Sweden, making the two sites nearly equivalent. 



"This helped with our bandwidth problem, but the hard disk space 
was still too small; we had to throw away files all the time to make room 
for new ones. We had no money for a bigger disk. But we had the user 
community. I placed a message in the login text and, within a month, we 
had enough cash for a 1.5Gb hard disk which Mike Schwartz obtained 
cheaply for us in the USA. Half of that money came from Walnut Creek 
Inc., the company that had made the ab20 CD-Rom. Quite a courageous 
step back then, nobody knew what would become of Aminet." 

"Still, far more people wanted to log into amiga.physik than could, but 
more and more people started mirroring our site, even if they only could 
afford to keep the most recent 50Mb on-line. That finally brought Aminet 
on the road to success. More downloads created more uploads, which 
created more downloads and so on. Breakthrough. 

"With the increased number of uploads my workload got bigger and 
bigger, but I got help from Chris Schneider when I needed it. Aminet 
started running smoothly for quite a while. Then came the catastrophe. 
Because of the significant traffic our site alone created, we were ordered 
by the university to shut down the archive at amiga.physik in June '93. 
Fortunately, Chris Myers from wuarchive offered me an account and 
enough disk space so I could move the Aminet main site there. Isn't the 
Net a wonderful thing? Now we can easily administer an archive 6000 
miles away from our home country." 

"The A3000UX that used to be amiga.physik found a new home at 
EUnet, where it is now available to the general public again, but only as 
a mirror this time" 



Amiga Computing 



SEPTEMBER 1997 




UK only 



Missed an issue of Amiga Computing? 



Do not fear! Simply fill in the coupon and one 
will be winging its way to your doorstep! 
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Gemini system, Budget monitors 
On the Disk: AHI system and tools 



LightWa 
secret 



h)fiv*'y " 



tnck«_« 







Issue m -April 1997 
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Disk Magic, Web explosion 
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Issue 112 -May 1997 

Making money with Lightwave and your 

Amiga. Amiga on Holiday, Epson Stylus 500 
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On the Disks: Monster Utilities Special 
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Digital Artist, Final Writer97, Page Monster, Unix 
Amiga Emulator, World of Amiga Show report 
On the Disk: Animate, BarNone, DiskSpeed... 
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It doesn't look good 
doctor — weak pulse, 
pale face, but hopefully 

it will pull through 



I 



reetings 
Norway 



FROM 



I'm writing to complain about software 
companies who seem to do everything to 
kill the Amiga market. I have nothing 
against OCS/ECS games that run in IMb, 
but when they refuse to work on my 
A4 000/040 I get very annoyed! 

When I pay about £30 for a new game, I 
want to play the thing and I want it to run 
from the hard drive, at least work with 10- 
20f\/lb of ram and a 040/060. If a game will 
require more than the basic IMb Amiga to 
make it look as good as it should, simply 
don't release it for IMb Amigas! 

By all means make a cut down version, 
but don't punish those who have saved up 
for a high end Amiga by making us wait for 
an upgraded version or having to run a bad 
looking 1 6 colour game that won't even run 
from hard drive. 

Domark is a prime example of how a 
company can misunderstand the Amiga 
market horribly. First it announces its mega 
hit Championship Manager 2 for the Amiga. 
Great! Then it gets delayed and delayed and 
delayed again, for stupid reasons. It is work- 
ing to make it run from a A500 1 Mb with no 
hard drive! 

The game could have been finished ages 
ago if it didn't do this. It would have sold 
very well even though it needed an A1200 
HD, maybe even with some extra memory 
(I know plenty of people who wouldn't hes- 
itate in buying a new Amiga if they could 
get such a game - they want to retain the 
excellent OS and applications, but also 
want to have PC quality games). 

The short development time would cer- 
tainly have saved enough money for 
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INOSAURS 



Write in! 




If you have sonnething you need to get off your chest then 

put pen to paper and write to ESP, Anniga Computing, 

Media House, Adiington Park, Macclesfield, SKIO 4NP. 

You can also Email us at ESP@acomp.demon.co.uk We 

have various software bundles to give away for the best 

letters. We do try to reply to all Emails and letters, but at busy periods this is 

sometimes not possible so please bear with us 



Domark to recoup lost sales from A500 
users. Recently Domark wanted beta testers 
for the game, and a lot of interested people 
sent e-mails saying they were interested. 
What happened? Nothing. Absolutely noth- 
ing. I've attempted numerous times to 
reach the company, but it seems to filter out 
all e-mails with the word 'Amiga' in, or just 
ignore them completely. 

I don't mind Mutation Software releasing 
1 Mb games - its games suit such machines 
well. But even Domark should understand 
that you cannot get CM2 to run from 880kb 
floppies unless you remove a lot from the 
PC version! I won't buy a game that looks a 
lot worse on the Amiga than on the PC - if 
it's released after the PC version, some 
improvements and player suggestions 
should be added instead of doing that silly 
'down-grading' for the Amiga version. 

Have a look at Click Boom's Myst to see 
how things should be done - it will actually 
add a 24 bit colour mode to the game, and 
I expect that it will be just a good as the PC 
version. Until the companies who make 
lame PC ports do something with their 



thoughts about the Amiga being a 7MHz, 
1Mb, ZX Spectrum-like computer, I (and 
many others) won't even consider buying 
their games. 

They have to realise that the Amiga has 
moved on since 1990. Instead I'm looking 
foRA/ard to Genetic Species, Hellpigs, Myst, 
Phoenix, Forgotten Forever, Trapped 2 and 
Flyin' High. 

Even Underlid, evunder@5n.no 
I know exactly what Domark would say to 
you, and that is, to get a reasonable 
return on its investment, it has to target 
as large a user base as possible. This sim- 
ply means it sells to the lowest common 
denominator, A500 owners, no offence 
intended if we have any A500 readers. 

Domark was going about the program 
development as though it were writing 
the game five years ago, as it is uninter- 
ested in the Amiga market anymore. 
Compare this to Click Boom's and Vul- 
can's attitude where they have made a 
conscious decision to move to CD devel- 
opment as it allows so much more free- 
dom when developing games. 



Hasn't anyone told you the Amiga is dead? "Only the Amiga makes it pos- 
sible!" - never was a more stupid and childish phrase ever spoken! Actu- 
ally only the Amiga makes it impossible to access the oceans of free 
software available on the Internet! 

You say Gateway bought the Amiga because of its advanced technology 
- are you trying to make us laugh? Any bottom-of-the-range PC has 24 bit 
colour, which the Amiga never had, unless of course you by a special 
expensive graphics card which ruins compatibility. 

If you just want to play Amiga games you can use one of the software 
emulators, UAE or Fellow. So, why don't you grow up and start using real 
computers? 



I 



Filipe Alves, filipe.alves@maiLtelepac.pt 
Hey? What orifice are you talking out of? I think the news of the 
Amiga's demise has been greatly exaggerated, it has been having more 
of a bad bout of flu lately, but Gateway 2000 should provide the anti- 
dote. 

Hmmm, actually I think you'll find the Amiga is perfectly apt at 
accessing the Internet, and you don't have to mess around creating 
your own log on script as with Windows. And adding a 24 bit card to 
your Amiga makes any well written program run better. 

Now, if you don't mind, please take your small minded attitude else- 
where, I have more important things to do, such as tiddlywinks. 
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iPEE, Power PCI 



I think I'm the last Amiga user in 
Venezuela. I still have my oid A500. My big 
shock was on 28 May when I read about 
the Gateway purchase of the Amiga. This 
is a good step for the Amiga and I think it 
is near to being re-launched as a multi- 
media/Internet platform with PowerPC. 

The basic problem, I guess, is that 
Amiga users make up less than 3 per cent 
of all computer users and this makes a big 
influence in the software producers and 
hardware developers. Let's see if, in the 
next three months, Gateway can do any- 
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MIGA ^ 

Spreasheets 



Spreadsheets continue to be an Amiga market 
weakness, both the software and the reviews. 
I am a structural engineer (a true oddity in the 
Amiga domain) and make heavy use of 
spreadsheets. In my opinion, there has yet to 
be a review from any Amiga magazine that 
addresses and compares the important fea- 
tures. All reviewers overlook at least one 
major flaw/eccentricity of the reviewed pro- 
gram. 

I would really like to see a review compar- 
ing the features of the major programs avail- 
able, such as: computational control (iteration, 
min-recalculation, auto/manual), built-in 
functions, movement/editing conventions (i.e. 
similar to/different from other programs), 
printing (ASCII, preferences, other), file 
import/export compatibility and limitations, 
speed (computation, printing), formatting 
(alignment, orientation, text/numeric for- 
mats), font handling graphs (types, options, 
integrated into spreadsheets), drawing (bor- 
ders, shading, image importing), row/column 
control (height, width, outlining, hiding), 
ARexx functions and interface control. 

Good reviews might have saved me from 
finding out the hard (and expensive) way that 
some spreadsheets were not adequate. The 
quest continues . 
John Clenance, JCC@iname.com 
Gripes, looks like you ask a little more from 
your spreadsheet than the average user 
who may be content with straight forward 
sum and divide functions. There are a num- 
ber of good reasons why there has never 
been such an in-depth round up. Firstly, 
there are very few spreadsheets around, 
the only two I can think of off the top of my 
head are TurboCalc 4 and FinalData. Turbo- 
Calc is by far the more powerful and would 
be the one 1 would recommend for yourself 
as it does fill most of the criteria you have 
said above. 

I would add there are very few people 
that need such an in-depth comparison, as 
they are more likely to need a spreadsheet 
to do their accounts or the like. 



thing about that. 

Gualberto J. Bnceo, Caracas, Venezuela. 

gba@Etheron.net 

You may very well be the last Amiga 

users in Venezuela, but not in the whole 

of South America as we have had e- 

mails from Brazilian users. So there 

must be a few Amigas left over there. 

I think all we can do is hope the 
Gateway buy-out is a good thing. Per- 
sonally I have little doubt that Gateway 
will allow the Amiga to develop in the 
right way - that is, end up with a Pow- 



erPC Amiga, though that may be 
towards the end of next year. Really, 
the best advice I can give is just to wait 
and see. 

The number of active Amiga users in 
the world will not even add up to a sin- 
gle per cent of computer users. I think 
the total number of Macintosh users 
almost makes it to the three per cent 
mark. So from that you can see the 
overwhelming number of PC users. As 
for your English, it's better than a lot of 
people that write in to us. 




HECK IT out! 




Want a chuckle? Just check out your 
competitor's (Future Net) Home page 
and try to follow a couple of links! Per- 
haps Paul could offer them a little assis- 
tance in the line of patriotic defence. 
Mustn't let the old country down eh? 

Seriously though, it is a good example 
of what happens when you try to 
become all things to all people. Either 
stick to one platform or make doubly 
sure your home page can be navigated 
by all browsers. Nothing is more annoy- 



ing than wasting time and money chas- 
ing around in what seems an endless 
loop. 

diz@amitar.com.au 

Ooh we can't print a letter slagging off 
the opposition... oh stuff it, go on 
then. The Future Net site did seem to 
have a few teething troubles, including 
no Amiga support, but they seem to 
have been smoothed out now. Anyway 
that's what you get for spending some- 
thing like a million pounds! 
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TAYING ALIVE 



Thank you for giving us such a opportunity to talk 
about our common hobby, i have been an Amiga 
user since the '80s, and I remember back then 
everybody talked about computers. I decided to 
buy one and, after a lot of research and talking to 
people who understood the computers and the 
market, I finally decided to get an 80286. 

The sales manager in the computer shop (who 
was extremely friendly) told me that the 80286 
was a fine tool but they are just a thing, then he 
showed me an Amiga and continued to say that 
these machines were created by imaginative peo- 
ple for imaginative users and the system was a 
truly original design. Great, I saw the performance 
and got my first Amiga. 

That was then and, year after year, I have wit- 
nessed the developing software and hardware. 
There were huge libraries of the so called PD and 
the Amiga community got bigger and bigger and 
people actually used their imagination and so on. 
Now they are ready disappointing me! Especially 
those software houses that are copying everything 
from the PC market. 

We are not talking about originality or imagina- 
tion anymore, why? If Commodore, Escom and VIS- 
corp failed, it doesn't mean the community is dead. 

Amiga is just a name, we are talking about com- 
munity and the reason the Amiga still exists. It is 
great fun to find that Mr Nobody became some- 
body because of his/her limitless imagination with 
the help of tools like the Amiga. Thaf s why the 
Amiga became the Amiga - tools for expanding 




someone's horizon. 

Every machine has its limit and the Amiga is no 
exception. Year after year of hard development 
gave us the A1200 and A4000 (and they are real 
beauties), and then we went from AGA to Cyber- 
graphix. 

I personally own both machines and use them 
everyday in every opportunity; just for fun, to make 
things, for 3-D modelling and DTP applications 
and, of course, expanding both my imagination 
and machine's configuration. I love to do that and 
continue to do so, whatever the new owner 
decides and at any cost. 

I just wanted to tell Amiga users, both old and 
new, that what ever happens next, please do not 
allow the community to stand still and die. Some 
of you may want Billy the goat machines and that's 
fine by me, but please do not destroy the soul of 
our community by following the PC's market. 

We don't want Doom like things. We want orig- 
inal and rich beautiful things. It doesn't matter 
what you do or what you make, just have an orig- 
inal idea. That's what the Amiga was created for. To 
people who use the Electronic Highway, my invisi- 
ble IRC friends, please keep the channel alive by 
logging on often and make something really spe- 
cial out of it, because there is a very special soul 
living there. 

zohedi@online.no, NORWAY 
Well it does sound like you are very committed 
to the Amiga, keep it up and one day it should 
pay off. A 
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|j]lDDEN TRUTH 

We mentioned something about this 
CD a few months ago - unfortunately 
we reviewed it when it wasn't quite fin- 
ished - sorry Sadeness! 

The Hidden Truth is an interactive 
exploration of the world of the strange. 
The CD contains absolutely loads of 
information on the paranormal. Infor- 
mation ranges from the weird and 
wacky (photographs of UFOs that look 
suspiciously like pieces of cardboard 
and tracks entitled My Ghost Friends) to 
the suprisingly level headed articles 
written about US Airforce Top Secret 
projects (the most frightening of which 
concern Mach 8 reconnaissance planes 
that actually bleed their fuel from tiny 
holes in their fuselage so the engine is, 
effectively, outside the airplane). 

Unlike Epic's similar paranor- 
mal CD, The Hidden Truth is 
very Web influenced - 
the content being per- 
tinent information 
scooped off the Web 
and put on the CD. 
The plus side of this 
approach is that the 
information is dis- 
parate in nature. You _ 
might find humorous infor- 
mation right next to dead seri 
ous tracts. 

If you want to read how the Germans 
and Japanese had secret bases on the 
moon during the war, buy this CD. For 
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by Hugh Poynton 

anybody with even a passing 
X-Files interest, this CD is 
a must have. 
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Product details 



Product 



The Hidden Truth 



SuppHer 



Sadeness Software 



Price 



£29.95 



Tel 



01263 722169 



Scores 



Ease of use 



90% 



Implementation 



90% 



Value For Money 



90% 



Overall 



90% 



Qhe AGA Experience 3 

A good mix of games, piccies, demos 
and the odd serious application is fea- 
tured on this disk. Much of the stuff is 
pretty odd, however. Although there is 
a lot of crap present there are also 
quite a few diamonds. Capital Punish- 
ment, ClickBOOM's beat 'em-up is 
included, as is Flyin' High, Islona's 




Air combat, one off many animations on this CD 



forthcoming street racer. If you tire of 
these two, have a spin on Paulo 
Catini's excellent Alien Fl GP. 

There's also a fair amount of clip art 
and animation. As seems to be cus- 
tomary for CDs such as these, there's a 
selection of Eric Schwartz stuff, weird 
cartoons and computerised graffiti 
and the like. Strangest of all there is a 
slide show of Yoko Ono images. I am 
now of the opinion that there is only 
one thing worse than a photo of Yoko 
Ono and that is lots of photographs of 
Yoko Ono... 

There are a few slide shows; 
Dreams, a slide show from a load of 
Aussie coders seems to be a compila- 
tion of Athena images of sultry looking 
women and blokes with chiselled fea- 
tures. (I always wondered what the 
people in Athena images were doing 
to be so damn serious ail the time. 
You could imagine it - Jane and John 
the Athena models get together on 
their free afternoons to stand hugging 
each other, staring into the distance.) 

Like Aminet 19, AGA is a useful and 
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interesting compilation of disparate 
and probably quite useless software. 
The attraction could be likened to 
rooting through a junk shop - you 
search about and see if you can find 
something that appeals. 
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Product details 



Product 



AGA Experience Volume 5 



Supplier 



Sadeness Software 



Price 



£14.95 



Tel 



01263 722169 



Scores 



Ease of use 



Implementation 



85% 



Value For Money 



84% 



Overall 



86% 
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Olmost a year ago, Haarge and 
Partner released the first ver- 
sion of a brand new Amiga art 
package, ArtEffect. A new com- 
pany releasing a completely new package 
was, in itself, quite amazing considering the 
state of the Amiga at the time. The quality 
of this first release was equally staggering. 
The claim that it was Photoshop for the 
Amiga was going a little far, but you could 
see that all the necessary building blocks 
were there, and this was a really good true 
colour paint package available for Amiga 
users. 



VI/hat'^s new 

One of the biggest problems the original 
version of ArtEffect suffered from was the 
lack of any tools to combine pictures. Most 
other Amiga paint packages or image 
processors at least give you an alpha chan- 
nel. In its crudest form this allows you to 
combine two images. With Photogenics 
this was made very easy thanks to its inter- 
face and easy to use tools. 

This has now been corrected with the 
introduction of ArtEffect layers. Anyone that 
has seen or used Photoshop should recog- 
nise these straight away as they are used 
and presented in ArtEffect in an almost 
identical manner. 

Layers essentially allow images to be 
placed on top of each other. This in itself 
would not be very useful but 'transparent' 
areas can be drawn onto images allowing 
you to 'see through' to lower images. As 



you can image, this allows complex image 
combination over many different images. 

As part of the layers system, you can 
select exactly which layers you want to 
make visible and which you want to keep 
hidden. This makes it easier to touch up a 
specific part of an image, as unnecessary 
layers can be hidden from view. 

One problem with the previous version 
of ArtEffect was that it was a little memory 
hungry, and this one has got that little bit 
greedier. So far I haven't been able to run it 
on a 6Mb machine (2Mb chip, 4Mb fast) 
and the minimum specification is 6Mb of 
pure fast ram. 

Fortunately, to help people make the 
most of the new layer system, ArtEffect 
now has spanky new virtual memory. This, 
in theory, should allow you to have as 
many pictures and layers open as you like. 
Despite this, 1 have still had problems load- 
ing very large pictures. This could be a chip 
memory problem, however, and I would 
suspect graphic card users will not suffer 
with this problem. 

This new version also seems a lot faster. 
It may not be but, running at 64 colours 
just on an AGA machine, ArtEffect was very 
responsive. When using small brushes it 
whips along, but with large brushes (70 
pixels) it does start to crawl. Again, graphic 
card users should not suffer as much. There 
seems to be theme here, get a graphics 
card if you want the best out of ArtEffect 
and your Amiga. 

Another welcome addition is something 
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While Dan Winfield plays with his nice Picasso 
card, I have to strugglo with old AGA, sob 



I Finally, the Amiga 
I has a package that 
I can claim to stand 

j: 

up to the likes 

I of Photoshop — 
well, almost 



that Photoshop has only just got - variable 
undo levels. The original only had a single 
level of undo, this new version can now be 
configured to have up to nine or an infinite 
buffer. Obviously this will slow down ArtEf- 
fect as it will resort to storing past changes 
to your hard drive, but you can draw away 
to your hearts content and not worry about 
cocking your picture up. 

Haarge and Partner should also be con- 
gratulated on the great text handling that 
ArtEffect has. This was in the first version, 
but I never really appreciated how easy it 
was to use. 

One particular thing I was hoping for in 
the first version of ArtEffect was a good 
gaussian blur filter. No package seems to 
fulfil this requirement, and even this latest 
version still has the two fixed blur levels. A 
decent gaussian blur is one of the most 
regularly used filters on Photoshop as it can 
be used in many different situations, and it 
seems a real shame that this has still not 
been added. 

ArtEffect version 2 is awesome. Even 
though this is a preview, I was actually 
looking at the final product and cannot 
really find anything at fault with this ver- 
sion. What I would warn people about, 
however, is this is resource hungry. On our 
12Mb A4000 it runs relatively comfortably, 
but even so the AGA limitations are bla- 
tantly obvious. A Super72 screen 
(800x600) with 64 colours is not too bad, 
but it will never compare to a proper 24bit 
graphics card. 




A couple of really basic text effects show off 
layers and the sweet text handling of ArtEffect 



Amiga Computing 



SEPTEMBER 1997 



^ 



12] 



IDI MAN 



Can You Help me? I have some *.mid samples but 
I can't get them to play. Also, is there anywhere I 
can get up-to-date .library files and tools? 
C Rutter, EEEFLAN@livjim.ac.uk 
I Aaah, those *.mid files are in fact MIDI files 
y ^ and not samples. You need to get hold an 
"y }^ Amiga MIDI player. Unfortunately the best 
^ J ^ program on the Amiga is rather big, 6Mb to 
be precise. This is for all the samples to make 
the tunes sound much nicer. The program archive is 
called GMPIay13.lha and can be found on Aminet in the 
mus/midi directory. If you go for the slightly earlier ver- 
sion, CMPlayl2.lha, it is only 1.4Mb so may easier to 
download. 

Aminet has all the tools you would ever want and 
then some. You are best off using FTP and connecting to 
any of the Aminet sites in the world such as ftp.net- 
net.net or ftp.grolier.fr. There are also a number of 
WWW front ends such as http://harvest.tu- 
clausthal.de/AmiNET/ 




The ACAS team have been drowning 
their sorrows with gin this month, so 
fl expect lots of spelling mistakes 
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ALL SO QUIET 



I have an A4000 with an Iomega Zip drive and a Toshiba internal SCSI 

4x CD-Rom drive, both running from an Oktagon card. I have the CD 

J sound working fine using the 3 pin audio port in the A4000 (by the 

^ audio outs) and everything is fine using CD players and CD32 emu- 

j lators for games. 

'■^ The CD audio output is so much quieter than the chip sounds and 

computer sound effects and this causes loads of problems with games 

and doing work while listening to CD music. Do you have any ideas to solve my 

problem and boost the CD sound without altering the computer sfx? 



Chris Brown, erik@enterprise.net, 
http;//homepages.enterprise.net/erik/ 

Tricky this one and, to honest, 1 have not got a clue. The only 

\ I y thing I can suggest is that you get hold of an Audio CD 

\ player, one that has a volume control, and see if adjusting 

^ this affects the volume of the audio. A way to work around 

/'i-^ N^ it would be to take the audio from the CD's headphone 

^ socket and play it out of some speakers or amp. 




VE NO IDEA 

^^ Please can you help me with a problem that is driving me mad? It 

y concerns the IDE interface in my A1200. At the moment I have an 

internal 2.5" Seagate drive in my A 1200. 

The problem is that when I connect another drive (brand new 

Western Digital 3.5" 2.1Gb Caviar) to the IDE connector (using a 44-40 

way step-down board), the A1200 does not recognise it and the drive light is 

on all the time. HDToolBox and RDPrep do not recognise it. 

I'm sure I have connected it correctly and have all the jumpers set as they 
should be. I even tried it with just the Caviar on its own and used HDToolBox 
and RDPrep from a floppy, but this still did not work. 

The problem occurs with any drive I add (apart from the internal 2.5" Sea- 
gate) and I don't know what to do about it. Is my IDE connector faulty? If so, 
what can I do about it? I don't want to think that I've wasted my money on a 
new hard disk. Thanks for any help. 
Monideth Pen, monideth@rhbncac.uk 

I Odd one this. You should be able to daisy chain 2.5'' and 3.5" 

\-^^ drives together without any problem as they are still using the 

— ', 1— ' same interface protocol. As long as you have the correct mas- 

/ j^ \^ ter slave settings on the drive there should be no problem. 

The one possibility that does spring to mind is that the 3.5" inch 

drive is not being powered properly. How are you powering it? 

If you have an external power supply there should be no problem, but 
if you are trying to use the Amiga's own (i.e. power it from the internal 
floppy supply), this could be where if s going wrong. This supply is usu- 
ally good enough to power a single 3.5" drive, but if you have a fast accel- 
erator such as one of the 040 boards around (particularly the 40MHz 
versions), then the original Amiga power supply cannot cope. 

I have to say that I have never had any problem using an IDE drive with 



either my A1200 or the office A4000. You say the problem persists with 
any 3.5" drive you have tried - I would have to say that your A1200 inter- 
face just seems unable to use 3-5" drives which is very odd, and I would 
still be more inclined to blame the 3.5" drive. 




All IDE drives should work with 
your A1200 and A4000 
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RINTERS AGAIN 



Can you give me any information on the Amiga printer driver for the HP DeskJet 

**" J 560C? We've looked round Aminet and a few other places, including HP's own site 

/ (where they have no Amiga drivers at all), but couldn't find one. Does it use the 

I 550C (which we've got) or is there a better one? Any help you can give us would 

be appreciated, thanks. 

Paul l/Vooften, paw@pisle.com 

I You should know the situation; the Amiga, unfortunately, is not well sup- 

V ^^ ported by hardware manufacturers. So no, as far as I know there is no real 

~^ ^"^ 560C printer driver. However the 550C should work with no trouble at all. 

/-f v^ \Aniat I do know is that if you have a Deskjet 600 or 400 type printer, 

you are advised to use the standard 500 printer driver. As I have said before 

the standard Amiga printer drivers leave a lot to be desired. Basic grey scale printing 

is not too bad, but colour print is abysmal. The only way to get good colour prints or 

up-to-date drivers is to buy either Studio II or TurboPrint. 



□ 



LD FOR NEW 



Hi folks, can you tell me if ifs still possible to find games like Police Quest, Space 
.' Quest and Eye Of The Beholder for the Amiga? 1 know they were available from Kixx 
XL, but 1 don't know if they are still going 
Francisco Siiva, jf@sti.com.br 
, [y Your only chance of getting hold of these games is from the Kixx range. The 
~^' y^ trouble is, these games have been out of production for so long that you are 
going to have a hard time picking them up from anywhere. If you want a decent 
adventure game why not hang on for Hell Pigs from Vulcan? 




RSEY AmiTCP 



Over the years I have acquired an amazing quantity of software of all kinds. With the 
J benefit of experience it is usually possible to find which programme is giving hassle 
^/ and eliminate it. Many of the things that try to get into one's WBStartup can be cul- 
prits, but sometimes I just cannot work out what is causing the problem. 
Currently I am having terrible problems with my Net software. On one machine, 
AmiTCP, Voyager and Yam all happily run with no problems. But on my main machine, AmiTCP 
runs after a fashion (but with numerous strange messages I don't understand) - finally it says 
"Ignore all the fault messages you are on the Internet!". AmiPOP will not run at all - it keeps 
saying things like "No P0P3 on this Port" and "An error has occurred" and most of the time 
Yam refuses to download mail. I really don't know where to begin to look - could you sug- 
gest some likely culprits ? 

Ian Aisbitt, iana@zetnetco.uk 

I . I do have a very good list of possible culprits and it only has one entry, that 

^* ^ being AmiTCP You do not say what version you are using but I will assume 

y//~^ it is version four. Even though it is simpler to set up than three, there are 

' J ^ so many configuration files that affect it there is no easy way of tracking 

down problems, other than doing a full re~install. Remove the AmiTCP assigns 

from your user startup, reset your machine, delete the AmiTCP drawer and install again. 

The best advice I can give other than that is to get hold of another TCP/IP package, 

Miami is very well supported and is very simple to get running. Another choice would 

be Net Connect that not only comes with TCP/IP software but a full suite of Internet 

software. 



Do you have a problem? Do you sometimes find yourself poised over your Amiga with 
axe in hand, spouting profanity at the stubborn refusal of your software or hardware to 
behave in the correct manner? 

Well, calm down and swap the axe for pen and paper, jot down your problems, along 
with a description of your Amiga setup, and send it off to Amiga Computing Advice Ser- 
vice. IDC Media, Media House, Adiingfton Park, Macclesfield SKIO 4NP. Alternatively you 
can e-mail us at ACASfacomp.demon.co.uk 



JRETENDERS TO 
THE CROWN 

^ I'm a little confused about all these 'new' machines 
appearing. Just which is going to be the new Amiga? 
There are at least three machines now mentioned, one 
being the PIGS- 1. 1 had a look at the specs for this com- 
puter and it seems to be similar to that of a PC. Looking 
at the other machines, the specs make it sound like a PC also. Isn't \ 
it really true that all the Amiga's OS, hardware, etc. have been 
abandoned? Aren't these 'Amiga compatible' computers really just 
hybrid PCs? And which should \ buy? 

The last thing I want to buy is some sort of weird PC hybrid! I, 
for one, would pay good money for any new Amiga - just so long 
as it really is an Amiga and not just yet another PC. 
(Jones, {jones'oilineone.net 

Recently there has been a whole load of pontificat- 

>ing about what exactly the Amiga is - to the point 
that people start spouting things like the 'philoso- 
ph/ and 'spirit' of the Amiga. When the it was first 
released all those many years ago, it was something 
special. The fact of the matter is that there is never going to be 
another computer that will be as revolutionary as the Amiga 



^ 



You have one camp that goes on about the custom chip set 
being the key and that it will never be possible to develop any- 
thing as revolutionary as the Amiga chipset was back then. 
Even the PlayStation is based on 1994 technology and that was 
developed by one of the largest electronics company in the 
world, with a large staff and budget. 

At the end of the day, the Amiga is just another computer, 
more than that it is a tool. You run software on it, the hardware 
is really irrelevant If you take this view then you are left with 
the Amiga operating system which, with the Gateway buy-out, 
will be developed and allowed to mature. 

The point made at the World of Amiga show is that the OS 
will be made machine independent, so which ever machine you 
buy you will be able to run the Amiga OS and have an Amiga 
box. Just as if you got the BeOS you would have a BeBOX com- 
puter. 

I think the PtOS machines are very interesting - you will be 
able to buy a Pentium beating machine for around £800. 1 also 
don't understand this PC hybrid problem? The A 1200/4000 
both use IDE drives does that make them a PC hybrid? Using PC 
parts cuts costs and reduces development time. The PIOS 
machine are a testament to this, their machines are almost 
ready to roll while Phase 5's more ambitious project will not 
I see the light of day till we are well into the summer of 1998. i 
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Of you have an Internet connection, don't forget that 
the Public Sector Web site contains details of all 
the programs reviewed in these pages since 
issue 79 and is, in the words of our esteemed 
editor, "Absolutely lovely". To take a look, point your 
browser at http://www.dcus.demon.co.uk/sector/ sec- 
tor.html, or follow the Software link from the Amiga 
Computing homepage. 

Dave Cusick thinks fluffy 

dice spoil a car — but he's 

quite prepared to put up with traffic 

light air fresheners 

Qynablaster Special Battle 

Programmed by: Francois-Xavier Casseron 

Available from: Classic Amiga Software 

Disk No: C491 




GAME OF 
THE MONTH 



Dynablaster, also known as Bomber- 
man, is without doubt one of the great- 
est games ever devised. During my first 
year at University, nightly trips to the 
local public house were invariably fol- 
lowed by lengthy Bomberman sessions 
on a flatmate's MegaDrive. Bed was 
simply not an option until you could 
claim to be able to see Bomberman 
mazes when you closed your eyes, and 
thus to the accompaniment of Pete's 
boxed set of Beatles CDs the die-hards 
of Flat D developed deadly dynablasting 
skills. 

In the extremely unlikely event of you 



never having played Bomberman, or 
Dynablaster or any of its other clones, I 
shall briefly outline the gameplay. The 
objective of this multiplayer blast-fest is 
simply to be the last man standing. 
Opponents and on-screen obstacles can 
be destroyed by planting bombs which 
detonate after a few seconds, obliterat- 
ing everything within range. The range 
of your blasts and the number of bombs 
you can plant simultaneously can be 
increased by collecting bonuses left 
behind when you blow up certain maze 
blocks. 

Between two and four players can 





Before loading up Dynablaster it can be wise to take a few provisions 
into the room with you: food, blankets and beers should help sustain 
you and your friends for the necessary time 



Dynablaster: This is how all computer 
games should be made 

compete, controlling their characters 
using either joysticks or the keyboard, 
and the gameplay is every bit as slick 
and addictive as one would expect. 
From a presentational point of view, 
Dynablaster Special Battle is difficult to 
fault - the graphics are colourful and 
have a distinctly manga-esque feel at 
times, and there are three different 
pieces of in-game music as well as 
decent sound effects such as screams 
and explosions. 

Dynablaster Special Battle is share- 
ware, but it's incredibly reasonably 
priced. The author wants a minimum 
donation of just 20 French Francs (or 
alternately S6 or 8DM) for his efforts, 
meaning that this game provides excep- 
tional amounts of entertainment per 
penny. A IMb machine is required to 
run it, and you'd also be advised to 
invite a few friends around and cancel 
any important engagements within the 
next six months. 
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Ml Voice 1.0 



Programmed by: Portia Software 
Available from: 

5th Dimension Licenceware 

m. 

This is a polished licenceware invoice 
and order form program which comes 
complete with a printed manual and 
sells for £9.99 plus 50p P&P. It requires 
Workbench 2, 2Mb RAM, a hard drive 
and obviously a printer. 

Written in AMOS Pro and featuring an 
attractive interface with a highly legible 
Scala font, AmiVoice is powerful and 
pleasant to use. It allows you to create 
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AmiVoice is an accomplished piece of 
software brimming over with features 

(jJlDEOUS*" 

Programmed by: Mark Sheeky 
Available from: 

5th Dimension Licenceware 
DiskNo:FDG-018 



Decent platformers are something of 
a rare arrival at Public Sector these 
days, so Hideous is particularly wel- 
come. Set in some far-flung future, it 
pits one suitably armoured chappie 
with a gun attempting to fight his way 
through vast complexes populated by 
unpleasant and potentially lethal 
alien hordes. 

With eerie, washed-out colour 
schemes, the various levels are 
atmospheric and well -drawn. Our 
hero dashes around the screen at a 
spritely and well-animated pace blast- 
ing spinning bubble things and reptil- 
ian aliens, and whilst the latter 
category of enemy are a trifle mono- 
chromatic and appear to be rooted to 
the spot, they at least boast a consid- 
erable amount of detail. The levels 
scroll horizontally with the back- 
ground moving smoothly and impres- 
sively in parallax. 

The joystick control system is 
responsive and intuitive, which is a 
relief because, although in all honesty 
one would have thought it quite hard 
to devise an unintuitive control mech- 
anism for a platformer, a great many 



and maintain up to six databases; three 
for customers and invoices and three for 
suppliers and orders. Each database has 
one or two indices, and only the indices 
are loaded into memory so as to keep 
down the program's memory require- 
ments. The sizes of the databases are 
really only limited by the available space 
on your hard drive. 

As one would expect, AmiVoice takes 
things like VAT into account (the VAT rate 
can be set from the preferences screen). 
Other particularly useful features include 
the option of looking up a stock code 
from a list if you forget it, the storage of 
a broad range of payment details for 
invoice or order forms, and a Session 
Printing mode, which allows you to up to 
250 invoices and print them out in one 
session rather than having to print each 
one individually - a particularly welcome 
facility for those using a single printer to 
print out both labels and invoice forms. 

AmiVoice is a comprehensive yet 
affordable piece of business software, 
ideal for those operating on a reasonably 
small scale but looking for some power- 
ful software that doesn't cost the earth. 




Surprisingly for a game titled so appropri- 
atelYf Neil Mohr dosen't malce a guest 
appearance in this cracking platformer 

authors seem to manage it. The 
sound is a tad sparse, consisting only 
of gunshots and explosions, although 
I suppose in a sense this helps con- 
tribute to the desolate space-age feel 
of the game, and it's certainly better 
than having some irritating music 
warbling away. 

The Hideous high-score table is 
also deserving of a mention, featuring 
as it does scores allegedly set by such 
luminaries as Brian Cant (erstwhile 
Playaway ringleader). Bob Symes (he 
of Tomorrow's World fame in the '80s, 
if I'm not mistaken) and Peter Purves 
('70s Blue Peter demigod). 

This is a polished and challenging 
platform romp which should appeal 
to action starved arcade adventurers 
everywhere. I'm darned if I can get 
past the second level though... 



Suspicious 
Minds 



As r was flicking through some 
five year old issues of Amiga 
Computing the other day I / 
happened across the Pub- / i 
lie Sector pages, which / 
were in days of old written I 
by our erstwhile sub edi- 1 
tor Phil Morse, who subse- V 
quently hopped ship to do V 
some serious Dfing some- \ 
where or other. 

in those days. Public Sector had 
a regularly monthly award for the music demo of the 
month. To be honest, I'm not keen to revive the fea- 
ture permanently because I have to say that a con- 
cerning majority of musical disks tend to be pretty 
poorly cobbled together offerings; that said though, I 
thought it was about time I mentioned some of the 
more notable musical submissions Public Sector has 
received of late. 

Hot Lips, produced by DJ Excellence (aka Chris Eve) 
is the first up. Chris lives in the same sleepy Norfolk 
village as my former landlord, but I'll forgive him that 
because this collection of OctaMED tunes isn't at all 
bad 

Although, like the vast majority of music disks. Hot 
Lips was created using a combination of a tracker 
program, DPaint and AMOS, it manages to avoid 
being a desperate, derivative dancey affair by virtue 
of the fact that some of the tunes included are gen- 
uinely well produced, catchy examples of what 
tracker programs are actually capable of. Featuring 
five modules. Hot Lips is available directly from the 
author for £2.00. 

Three MMDl OctaMED modules were e-mailed to 
me by a chap called Bobby Clark, and are available in 
the mods/med directory of Ami net Bobby, whose 
beaming face you'll find on these very pages since he 
kindly (but possibly foolishly) included a Jpeg image 
of himself, has produced plenty of modules already. 
These are described in his Releases So Far document 
using phrases such as "Crunchy, chewy, guitar-based 
acid techno", "Desert new age ambient tune in 7/4 
meter" and "Aboriginal-flavoured goa-trance techno". 

If these three examples are anything to go by, 
tracker music fiends would do well to check them all 
out Three genuinely funky dance choons with pecu- 
liar rhythms, they feature some tasty banging break- 
beats and some lovely musical shapes (says he in his 
best Fast Show "Jazz Club" voice). The Goanna trance 
rticular is worth hunting down. 

W EHCELLEHCE U, gffifS^^^ 
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Ez & Sparky 




Programmed by: Reznor Software 

Available from: Classic Amiga Software 

Disk No: ED 120 

This is a curious shareware offering which 
might appeal to youngsters. It is 
described by its author as "An Interactive 
Comic Book", and the titular twosome it 
stars happen to be birds on a visit to the 
fair. 

There are 1 1 different pictures that 
make up the storybook, and each is 
accompanied by a sampled snatch of nar- 
rative. On the whole the pictures are rea- 
sonably well drawn, in a colourful 
freehand style. The voices of the charac- 
ters were supplied by the author and a 
member of his family, and can occasion- 




ally be a little hard to differentiate, but 
considering Rez & Sparky comes on a sin- 
gle disk and thus a high degree of com- 
pression would have been necessary, the 
quality is certainly passable enough. 

Calling Rez & Sparky an "Interactive" 
experience might be going a little too far, 
because the interactivity basically consists 
of clicking "Hear this page" and "Next 
page" buttons using the mouse. How- 
ever, the idea of a talking book on a 
floppy disk is quite a nice one, and 
although not an awful lot happens in this 
mini-adventure, it should entertain chil- 
dren for a short while at least Since Rez 
& Sparky is shareware, if you use it regu- 
larly you are obliged to send the author 
the appropriate registration fee, which in 
this case is £3.50. 




Its better when you can hear it, honestly 



Rez & Sparky: an "interactive cofnic book" 
for kids 



Qlags Of The World 



Programmed by: Rab Dingwall 

Available from: Fl Licenceware 

Disk No: ED99 

This is the latest version of a program 
that has been knocking around in the 
Public Domain for what seems like an 
eternity - but, as the author notes in the 
accompanying Readme file, every time 
there is a revolution somewhere in the 
world, all the flags change- 
Written in AMOS Pro, Flags Of The 
World offers a simple quiz feature 
whereby 10 flags are presented in 
sequence and the user has to choose 
which of five possible countries they 
belong to. I had considered myself rea- 
sonably knowledgeable about things like 
flags (I'm the sort of sad individual 
whose childhood car journeys invariably 
involved capital city quizzes), but I must 
confess that on my first couple of 
attempts I didn't manage to score more 
than four. It's surprising just how difficult 
to recognise (and indeed how hideous!) 
some flags are. 

In order to prepare yourself for the 
quiz you might like to have a look at the 
flags of a few countries which the pro- 



gram offers to display upon loading. 
When you select a flag to view from the 
lengthy list it soon becomes apparent 
that this is an extremely comprehensive 
program. There are countries on the list 
that most people will never have heard 
of... 

Although the game itself is, as the 
author acknowledges, fairly simplistic, 
this is nevertheless a great way of teach- 
ing children to recognise the flags of 
nations world-wide, and it is strangely 
absorbing even for adults. 




NTS 



Programmed by: Steve Bailey 
Available from: Roberta Smith DTP 

For some strange reason, the Ants introductory screens 
are extremely dark on my monitor, to the point where 
I had to turn the brightness and contrast right up to see 
what was going on. Having negotiated this, 1 was 
relieved to find that the game itself didn't suffer in this 
way, and indeed it turned out to be a reasonably enter- 
taining affair. 

You play an ant whose 10 keys of power (don't ask 
me...) have been stolen by a neighbouring band of sol- 
dier ants. Armed with a large bazooka and a supply of 
bombs you set off to recover them. The game is divided 
into 10 levels, each level being one screen in size. The 
objective of each screen is to shoot a number of soldier 
ants to achieve the specified level advancement score, 
whereupon a key will appear which you must reach to 
advance to the next screen. 

The keys are located underground, in which case you 
will have to blow away the ground with your gun or 
your bombs in order to reach them. There is a pass- 
word system which you can use to jump back to the 
level on which you last died, which is extremely useful 
given that later levels feature multiple enemies, deadly 
falling boulders which are incredibly difficult to avoid, 
and all manner of other nasty traps. 

The graphics are functional if perhaps a little simplis- 
tic, and the sound effects are satisfactory though unex- 
ceptional. What appeals about Ants is its curiously 
absorbing nature - as can sometimes be the case, the 
uncomplicated gameplay helps ensure Ants has an ele- 
ment of that often elusive addictiveness that program- 
mers everywhere strive to build into their creations. 




Always on my mind 

5th Dimension Licenceware 

^^ 1 Lower Mill Close 
)ldthorpe, Rotherham 

filth Yorkshire S63 9By 

Tel: 01709 888127 

tall: phii@ware5d.demon.co.uk 

. ^ Classic Amiga Software 

11 Oeansgate 
Radciiffe, Manchester M26 9YJ 

8 DalgiRoad Dereham, Norfolk NR19 2DD 



IVi'fh this you can impress everyone 
with your flagular knowledge, although 
everyone will think you're a bit sad 



mil Roberta Smith DTP 

L £^.^11 190 Falloden Way 

Hampstead Garden Suburb London NW11 6JE 
Tel: 0181 455 1626 
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QhareWorld Magazine #8 



Programmed by: Carl Read 
Available from: Roberta Smith DTP 

Issue eight of the beautifully presented 
ShareWorld magazine includes a typi- 
cally diverse range of articles, accessible 
via a straightforward and logical inter- 
face. 

The two disks contain features 
divided into seven main sections, 
namely General, ShareWorld, Other 
Worlds, the Gallery, Columns, Reviews 
and Adverts. There's also an on-line 
Help section. The General section 
includes an editorial which, unsurpris- 




ShareWorld" complete with 
cheesy graphics 



ingly, discusses the Gateway 2000 buy- 
out of Amiga Technologies, and asks the 
same question that Amiga owners 
everywhere have probably been pon- 
dering since the news first broke: What 
on earth do Gateway 2000, a top-five 
US computer giant, want with a com- 
puter which has not been developed 
properly for over five years? Carl Read 
hypothesises that if a Java virtual 
machine is created on the Amiga then 
Gateway 2000 could market the 
machine as a Network Computer, which 
seems as plausible as plenty of the 
other suggestions I've heard. 

The Reviews section is disappoint- 
ingly rather brief, containing write-ups 
of five products including OctaMED 
Sound Studio (always a favourite for 
diskmags, it seems!) and the Blitz Sup- 
port Suite. The reports are at least com- 
prehensive, the Blitz Suite review 
running to a whopping 17 pages. The 
Other Worlds and Gallery sections are 
worth a look, too the former containing 
some interesting and beautifully pre- 
sented poems and some pieces of short 
fiction, and the latter consisting of some 
quite well produced examples of com- 
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The latest issue of ShareWorld 

contains some interesting articles 

on a wide variety of topics 

puter art. 

There are also five columns, including 
articles on programming in Blitz and 
AMOS, an engaging Esoteric Study of 
the English Alphabet, and a general 
observations and news snippets col- 
umn which makes interesting reading. 

ShareWorld suffers from the same 
problem as most other diskmags, in 
that it seems to appear sporadically due 
to a lack of contributions and the other 
commitments, but it manages to avoid 
falling into the usual pitfalls of appear- 
ing out of date and insubstantial. As a 
consequence, ShareWorld is definitely 
amongst the most polished diskmags 
I've had the pleasure of reading 
recently. 
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Programmed by: Simon Ihmig 
Available from: Roberta Smith DTP 

Several years ago when I frequently used 
my Amiga to produce scientific and 
mathematics reports for the courses 1 
was studying at the time, I remember 
being perplexed by the notable absence 
from the Public Domain of a decent 
mathematical formula generation pro- 
gram. I used to have to generate elabo- 
rate line graphics in PageStream 2 (the 
DTP application of choice at the time), 
which was a time-consuming and often 
awkward process. 

Students in a similar situation today 
can take comfort in the fact that there are 
now several formula editing programs 
available as shareware or public domain. 
MathScript is a particularly impressive 
example, boasting features such as a true 
WYSIWYG display, a wide range of math- 
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The demo contains five missions but the 
full registered version has many more 



ematical symbols. Postscript Typel and 
Type3 font support, and automatic for- 
matting of input. It requires MUl 3.1 and 
consequently has an extremely attractive 
and user-friendly interface, as well as an 
ARexx port and on-line help. 

The main screen consists of a working 
area above which is a bank of buttons. 
Each button gives access to a range of 
symbols; for instance, one button brings 
up a selection of mathematical operators 
such addition and multiplication signs, 
whilst another brings up a range of 
Greek symbols for products, summations 
and integrals. Once you have created a 
formula you can save it in IFF, TIFF or EPS 
formats for use in a DTP program or in a 
graphical word processor such as Word- 
worth or Final Writer. 

MathScript is a highly polished piece 
of software, but you will certainly need a 
powerful Amiga to make real use of it 
because otherwise you could well find it 
unbearably slow. The program is share- 
ware, and the evaluation version is only 
usable for 21 days and is incapable of 
saving and loading settings. Registration 
costs £15 and can be carried out using 
the special registration utility included in 
the archive. For mathematicians and stu- 
dents who need to produce regular 
reports, this utility could prove worth its 
weight in gold. 



The Wonder 
Of You 



Each montli Public Sector tries to bring you tlie very 
best of the latest PD and shareware releases. Con- 
sequently I want to hear from you if you have any 
program, whatever its purpose, which you consider 
worthy of review. Whether it will be freely distrib- 
utable Public Domain, Shareware or Licenceware, if 
you feel it is of sufficient quality to merit coverage 
then cram it onto a 3.5" slap it into a padded enve- 
lope with a cover letter and wang it with all haste in 
my general direction. Some days later when said 
envelope tumbles gently through my letterbox, HI 
tear it open, shove it in my drive and don my eval- 
uating cap, with the creme de la submissions earn- 
ing reviews in these pages. The magic address is: 

DaveCusick - ^~ 

PD submissions 

Amiga Computing 

Media House 

Adiingt 

Maccle: 



Since I've .. 

missions via the Internet, I suppose it's time I offi- 
cially made allowances for this. You can e-mail me 
at sector@dcus.demon.co.uk with your submission 
attached, but please don't send anything larger 
than about 500k, because I have a phone ^ill to 
think of/ ' * ^ 
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Intuition's message system is horrible, 
but Paul Overaa helps guide you through 



Paul Overaa 
checks out a 
couple of small 
utilities that you 
might find useful 




Striking 
} A Cliord 



ene of the great things about most 
public domain softvi'are is that it is 
not (in the main) driven by what is, 
■■P^ or is not, commercially viable. Most 
programmiers who write it do so either for fun, 
academic interest or because they themselves 
want particular utilities but have been unable to 
find suitable offerings from other sources. 

Chances are then that if a piece of software 
has a potential specialised use, despite the fact 
that commercial software houses may choose to 
steer well clear of such development, someone 
somewhere will have spent their spare time 
knocking up a freely distributable utility to suit. 
Granted the final software may not perhaps be 
as polished as a commercial offering might be, 
but it'll usually still do its intended job well 
enough. 

For many years of course a lot of this software 
ended up in pd libraries, in collections like the 
Fish disks, but nowadays Aminet is the centre of 
attraction and it was whiles browsing through 
the Aminet archives the other day I came across 
a couple of utilities that I thought might be of 
some general use. 

The first download was a little 'freeware' pro- 
gram called ChordMaster, written by Chris Carr 
as an aid to writing music. It allows you to enter 
a collection of notes and get a listing of relevant 
chords that contain those notes. In fact, three 
groups of chords are returned: Exact matches, 
matches for those chords that contain the speci- 
fied notes along with one extra note and wider 
matches where the full chord contains both the 
notes specified and two extra notes. 

The chords searched for will use every combi- 
nation of the inputted notes (so any chosen note 
can be the root) and if, for example, you specify 
notes F# and C# then you'll be offered F#5 as 
an exact match, F# and F#m (because of the 
missing A# and A respectively), along with vari- 
ous C#-based chords as 'one note out matches'. 
Also shown will be a variety of C# and F# chords, 
such as F#7 and F#add9, where two notes are 
missing. 

ChordMaster installation is easy enough. You 
just copy the program, and a data file called test- 
file-a.txt, to your desired location and you're 
ready to go. This program does, incidentally, use 
MUl and because of the way it has been com- 
piled it doesn't seem to run from the Workbench 
- so you have to start it from a Shell window. 
From then on, however, if s just a matter of click- 
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Once you've figured out which chords are 
needed you could then use Andreas 
Fredriksson's Shell-based Chordian utility to 
create chord samples Irom a single note 
sampled sound 

m 

ing on the appropriate notes and then pressing 
start to see the resulting chords. 

The chord data for ChordMaster is actually 
held in testfile-a.txt with details of each chord 
being held on a separate line. For the techies 
amongst you the encoding is a binary representa- 
tion of the intervals required for each chord and 
full details of how extra chords can be added are 
provided with the program's documentation. 
Whafs more, if you're into C coding, you be 
pleased to hear that you do in fact get given the 
source code as well! 

Chords 

The other program I came across, called Chor- 
dian, has been written by Andreas Fredriksson. 
It's a utility that allows you to take a raw sampled 
sound and create a chord from it. Again, nothing 
fancy as utilities go but it works well enough and 
does, by the way, remove some of the problems 
with various other chord makers in that it has an 
option which permits interpolation. 



These chord-making utilities are useful since 
they make it easy to add things like string section 
tracks to an arrangement by creating an appro- 
priate series of chords from a single note string 
synth sample. Chordian is another utility that 
comes with its C source code and the executable 
program itself is strictly Shell-based using this 
sort of command line... 

Chordian <source> <output> [i] nl n2 
[n3..]where <source> is the sample you wish to 
make a chord from and <output> is the name of 
the chord sample you wish to create. The n val- 
ues are tones relative to the base note values and 
while the first two (nl and n2) values are always 
required, up to four intervals can be provided. 

The optional i flag, incidentally, tells the pro- 
gram to use interpolation during the composite 
waveform calculations. If all this sounds a bit 
high-powered, don't panic - all you need to know 
is that although interpolation (calculation of 
intermediate waveform amplitude between two 
known points) slows down the sample mixing 
process a little in most cases, it produces 
improved overall quality in the resultant playback 
sound. 

Of course if you are using the OctaMED Sound 
Studio, which provides its own built-in chord 
generation options (allowing you to generate 
samples of particular chord inversions from any 
specified sample) then you won't have any need 
for Chordian. But for everyone else ifs just 
another of those utilities that, though not by any 
means earth-shattering, is still handy to have 
around. 

Oh yes, I nearly forgot - for those of you who 
don't have access to Aminet I've put both the 
ChordMaster and Chordian utilities on the 
coverdisk. 
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ChordMaster - not awe-inspiring by any means but the utility could prove useful for 
anyone who struggling to figure out which notes are part of which chords! 
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Incotpotating Swap Shop 



f your advert is 1 
words or fewer, it is 
totally free. 1 1 to 20 
words is only £6 and 
21 words to 25 words is £10. 



♦ Amiga 1200 with manuals games etc V.C.C. 
£130 01933 400295 

♦ Games Utils for sale/very cheap write to: 
gm44 Gen. Zolkiewskiego St. 27600 San- 



domierz, Poland 

♦ Bargin A500+ 2Mb, 2 drives, 50 games, 
DPaint 3, VIDM2, sell for £300 ring Philip 
0161 336 7921 

♦ 500 plus hard drive, games, extras man- 
uals and Studio II £80 ring Steve 01222 
705 121 

♦ Please anyone with either Barbarian 2 or 
Fascination give me a call with reasonable 
offer swaps considered. Stephen 01754 
890 684 

♦ Amiga 1200, 4Mb, 60MbHD, Additional 
floppy drive, monitor, printer, joysticks, 
games, phone Paul on 01734 816385. 
Evenings only £350 ono 

♦ 250Mb extemal HDrive for 1200/600 
£160 call Mr Pattison 01703 841952 

♦ A1200 RAM upgrades, 4Mb £60, 8Mb 



£90 call 01273 493 659 

♦ Seagate 2.5" 170Mb hard disk 6 months 
old, Heimdall 2, Arabian knights. Theme 
Park, Nick Faldo's Golf. Everything immac- 
ulate condition. Can post £49 0141 571 
6468 

♦ Amiga bits for sale plus games call Mike 
01784 885 914 

♦ Amiga contacts wanted Peter, 30 Rock- 
ingham Rd., Redhouse, Sunderland, SR5 
5HU, 

♦ Blizzard 1260 for sale with 16Mb £350 
call 01795 426 114 

♦ A1200 CD-Drive, 6Mb+FPU, hard drive, 
lots of software £485 ono call Jason 01288 
356 374 

♦ A1200 + CD32. Loads of stuff £300 the 
pair. Call Adrian 01482 843 043 ext 204 



♦ Wanted Protext VG-i-, good condition, 
reasonable price. Call Darren 01282 457 
689 

♦ Miracle piano teaching system wanted 
for Amiga. Phone Mr Jones 01902 782 528 

♦ Picasso II 2Mb graphics card c/w TV 
Paint Jnr, £170 ono. One A3640 68040 
processor upgrade daughter board for 
A4000 6 months old £200 ono 

♦ Amiga A500 1Mb, external drive, receipt 
for new internal drive, software, mouse, 
joysticks, £100. Philips 8833 Mkll stereo 
colour monitor £85. Call Mr Hall 01706 
826 965 

♦ A4000 12Mb RAM, 128Mb Hd, Oktagon 
SCSI card, 2 x CD Rom, Rev 1 1 Buster, 
throwing in 1942 monitor £650 ono. Call 
Neil on 01625 878888. 
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Name 



Address 



Postcode 



Telephone 
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N^m 










V71 










Fiio 



Cheques should be made payable to "Amiga Computing" 

PiGiwe include my advertisement in the next available issue of Amiga Computing. I confirm that the advert is not ;-olliny illegtil copies of software or hardware that do not 
belong to me. I permit you to publish my address/telephone number only if I have included these details vvitliin my advertisement copy. I am over 1 8 years of age (appli- 
cants under 18 must get a parent or guardian to sign below). 
Please write clearly - we can't be held responsible for errors in your advertisement especially if your writing resembles a spider crawling across the page! 

Signed.. Send to; AMC Classifieds, Media House, Adiington Park, Macclesfield SK10 4NP 



Remember to 

include your 

phone 

number/address In 

the advert as well 

as on the form! 





The prizes have finally arrived from Cloanto and these 
lucky people should have already received their Cloanto 
Personal Paint 7.1 CDs 

Mr Roy Burton, Essex 
Miss Sioux Davey, London 
Dez Hoyle, Liverpool 
K Bowden, Cornwall 
Erol Kentii, Bristol 
Tony Shorten, Kent 
Cathy MacDonald, Kent 
N Miller, Montana 
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Dave Cusick 
examines 
Javascript and 
the problems it 
presents 




Jav«scri|rt 
a go-go 



H 



Hopefully, by the time you read, this 
Voyager NG 3.0 should have appeared, 
complete with full support for 
Javascript. Not to be confused with Sun 
Microsystems' Java technology about which we 
seem to be hearing so much. Javascript is a cre- 
ation of Netscape which is fundamentally differ- 
ent in a variety of ways. 

That said, there are two important similarities 
between Java and Javascript: They both offer you 
the possibility of adding some impressive fea- 
tures to your Web pages, and they both raise 
possible security issues for surfers everywhere. 

Whereas Java applets are precompiled and 
stored on the remote server, and then simply 
called by including <APPLFr> tags in HTML doc- 
uments, Javascripts are actually included in the 
HTML document (generally between the 
<HEAD> tags) and then called later in the docu- 
ment as required. Rather than being a separate 
programming language like Java, Javascript is 
ideal for controlling browser functions such as 
the manipulation of form elements, opening and 
closing windows and so on. 

The security issues raised by Javascnpt are 
also different from those raised by Java. With Java 
the risks stem from users potentially download- 
ing damaging software and executing it on their 
machines. With Javascript, the problems tend to 
arise because information or files from your 
machine could theoretically be copied to remote 



Netscape JavaScript 
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Netscape, creators of Javascript^ provide 
details of what the language Is capable of 



Contact 

If you wish to contact me, my e-mail 
address is davefdcus.demoii.co.uk. Ques- 
tionsr suggestions and feedback are all 
more than welcome. I also have a home- 
page, which can be found 
http://www.dcus.demon.co.uk/. 
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JavaWorld Is a great source 
of Impressive scripts 



locations. 

Security holes in Netscape Navigator version 
2.0 and 2.01, well publicised on the Web, meant 
that directory listings of a surfer's hard drive 
could be uploaded, as could particular specified 
system files, or listings of Web sites visited during 
a browsing session. Further, e-mail messages 
could be sent off in the surfer's name without 
their knowing. 

By version 3.01 of Netscape these problems 
had been fixed, but it's not reassuring that they 
arose in the first place. Fortunately Oliver Wag- 
ner, programmer of Voyager, has based the VNG 
Javascript implementation on the JS 1.2 standard 
which features in Netscape Navigator 4.0 (aka 
Communicator), so the security holes should not 
be an issue for Amiga users. Sometimes it can be 
an advantage to only get certain browser fea- 
tures several months after they appear on the 
PC... 

So why is Javascript so useful? Well, as you 
will see if you take a look at sites like Javascript 
World, it is possible to produce scripts capable of 
providing all manner of fanc^' features for a Web 
site. On a simple level, you could add a real-time 
clock to your homepage, or have the status bar 
display details of what can be found at a linked 
location rather than simply displaying its URL 



More usefully. Javascript could be used to pro- 
duce a simple search engine system for your site 
without requiring you to dip into CGI scripting 
(which is often not allowed anyway if you get 
your Web space free from your ISP). 

Javascript can be used to particularly good 
effect in frame-based sites. Personally I am not a 
great fan of frames, because I feel that generally 
they overcomplicate navigation rather than sim- 
plifying it. However using Javascript it is possible 
to exercise such precise control over frames that 
this becomes less of a problem. For instance, you 
can access parent frames from within child 
frames and vice versa, and you can access one 
child frame from within another. If none of this 
makes sense, take a look at part three of 
Voodoo's Introduction To Javascript and it should 
become a tad clearer. 

It is even possible to create documents on- 
the-fly, outputting them in a new window or in a 
frame if desired. Other practical applications cov- 
ered in Voodoo's excellent guide include check- 
ing the details entered into HTML forms - for 
instance, finding out whether a requested e-mail 
address is likely to be valid by testing whether it 
contains an @ sign. 

Before you begin eagerly adding Javascript to 
every page on your Web site, do bear in mind 
that a great many people own browsers which 
are, as yet, incapable of handling it correctly. 
Microsoft's popular PC browser Internet Explorer, 
for example, only supports Javascript 1.0, and 
thus many of the commands available to VNG 
and Netscape Navigator users will result in error 
messages or may even crash their browser. 

When constructing Web sites aimed at the 
broad spectrum of Internet users it is therefore a 
good idea to check whether visitors possess 
compatible browsers, and if you do not want to 
include alternative plain HTML pages then you 
should at least warn users that your pages make 
use of Javascript. 



Sites of interest 



Voyager NG - http://www.vapor.com/voyager/ 

Netscape's Introduction to Javascript - http://home.netscape.com/comprod/products/ 

navigator/version_2.0/script/index.html 

Details of Netscape's Javascript security holes - http://vvww.osf.org/-loverso/javascript/ 

Javascript World (A massive collection of example scripts and tutorials) - 

http://vvww.mydesktop.com/internet/javascript/ 

Voodoo's Introduction To Javascript (an eleven-part guide) - http://rummelplatz.uni- 

mannheim.de/-skoch/js/tutoriaI.htm 
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Paul Overaa provides^ 
some notes on 
usingthe ARexx file 
positioning Seek(l 
function 
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shall find 



With all high-level file operations, the 
current read/write position is mon- 
itored to ensure that simple 
I^^^^H sequential file operations occur as 
expected. It is, however, also possible for a pro- 
gram to alter the file's position pointer using a 
SeekO function. This sets the internal file position 
pointer of a file to a new position and returns a 
value giving that position relative to the start of 
the file, with the format of the function call being: 

net;_posi tion=Seei((fiU_handie, offset i, BEGIN 
I CUSREM I iU ]) 

The required position is specified relative to an 
anchor point and ARexx is pretty flexible here 
allowing the anchor to be given in one of these 
three ways: BEGIN ('B') indicates a zero or posi- 
tive offset from the beginning of the file. CUR- 
RENT ('C) indicates a positive, zero or negative 
offset from the current file position pointer. END 
('E') indicates a negative or zero offset from the 
end of the file. The default anchor type is CUR- 
RENT (so if no explicit anchor type is provided the 
offset will be assumed to be from the current file 
position pointer). 

One immediate use of this function is to elim- 
inate the need to close, and then re-open, a mod- 
ified file in order to re-read it. Listing 1 shows a 
simple example that collects lines of text typed at 
the keyboard. 

When an empty line is detected (i.e. when the 
user just hits the return key) the input loop ter- 
minates and immediately after this a 
Seek(file,0,'B') call is made. At this point the file 
remains open but since its file pointer has been 
reset to the start of the file again the file is effec- 
tively in the same state as it would be had it just 
been opened. 

Notice, incidentally, that I have opened the file 
for writing but, having written the supplied data 
and reset the file position pointer using SeekQ, I 
then use ReadlnQ to READ data from a file. This 
works and it illustrates an important point regard- 
ing the various so called reading and writing 'file 
modes' not just in ARexx but in all programming 
languages. 

The only thing that the various file mode 
options do is set up suitable file position pointer 
values and it is normally possible to both read 
from files that were opened for writing and to 
write to files opened for reading, yet many coders 
do not realise this. 
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>rx script 2 
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ur it ing 

test 

inir it ing 



You'll find these two example scripts on this month's coverdisk. 



SeekO can aLso be used to identify file posi- 
tions Like this., 
say Seel((file,0/C') 

In the second example (which you'll find on the 
cover disk) this is exactly what we are doing. The 
SeekO function is used with a 'zero from currenf 
value just to collect and display the returned posi- 
tion pointer (remember that file positions are 
numbered from zero). So, as you type in lines of 
text the program will be telling you the positions 
within the file that the lines are being stored. 

Needless to say this month's examples have 
aimed primarily to introduce the SeekQ function 
rather than to delve into its more sophisticated 
uses. The function can, however, be used to 
implement all manner of powerful random 
access, indexed, and hash-access file-reading 
schemes. 

Of course when you start dealing with wnte 
operations made after a file position pointer has 
been moved away from the current end of the file 



data will overwrite existing data in the file so a lit- 
tle care needs to be taken. 

It's not just conventional record-based file 
access methods where SeekQ find use either. You 
could, for example, implement an ARexx IFF file 
reader that skips through the various chunks of 
data picking out chosen items of interest. 

Midi files, which are also chunked based, could 
similarly be parsed using routines which examine 
the header and track chunks passing the identi- 
fied positions of the various chunks to a routine 
that then extracts the actual data using conven- 
tional sequential file reading functions like 
ReadchQ. 

With any application like this it's obviously nec- 
essary to have detailed knowledge of the file's 
structure, i.e. its internal layout, but normally get- 
ting hold of this sort of information presents little 
problem as far as standard file formats are con- 
cerned. Next month I'll try and come up with a 
slightly more advanced example of this nature 
that illustrates SeekQ's power in this respect. 
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say 

pul 

say 

say 

if 

par, 

do 

cat 

par 

end 

cat 

do 

Mn' 

say 

end 

cat 

end 

els 



scriptl.rexx */ 
Please give ire a file path and name' 

I filenames 
'Now type the Lines of data that you wish to store in this file' 
'[(To quit the prografr hit RETURN without entering data)]' 

OpentfiLe, nanieS/w') then do 

se pulL Line$ /* get first input */ 

while Line$*'==' ' 

L HriteLn(fiLe, LineS) 

se puiL Lines 

L Seek[fiLe,Q/B') /* now move to beginning of file */ 
while ~EOF(file) 
eS=ReadLn(fiLe) 
Lines 



L CLose(fiLe) 

e say 'sorry - cannot open this file' 



Listing 1: With this Seek(}-based approach you can read from a file 
that you've written to without having to close and re-open it first! 
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takes a 
quick look 
at links, and 
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I think it is about time I took a look at the 
thing that makes the Web work - links. 
Adding links to an HTIVIL document is 
r incredibly easy using the anchor tag <A>, 
Using this, any text or image can be made to link 
to another document or file. For example, if I had 
the text "read the Amiga Computing Web site". To 
link the words Amiga Computing to the actual AC 
Web site I would use the following 



EH 



<a href="http://ww^.id 
ConpiJting</a> 



co,uk/a'-igscorip/">h'iiga 



As you can see, the words surrounded by the start 
and end anchor tags will be made into a link to 
the document listed by the HREF attribute that is 
stored in the start <a> tag. If you want to link an 
image to the Amiga Computing Web site, the 
HTML you would use is as follows. 

<a href = "http;//y^pj,idg.co.ijk/anigacorp/"> <ing 
src = "aciogo,gif"> <h> 

Pretty simple, if you need to link to another HTML 
document just make the HREF attribute equal the 
Web address. It is of course possible to put links 
to documents that are stored relative to the cur- 
rent HTML document. This means you can have 
links to documents stored on the same site as the 
current page. 

So if you are creating your own Web site and 
have a news page stored in the same directory as 
the index page, href="news,html" would create 
the correct link. If the news page were in its own 
directory, then href-"news/news.html" would do 
the trick. If you need to access a document that is 
in a directory above add ../ to go up a single level 
in the directory structure, or add as many as you 
need. 

If need be, you can add links to specific sec- 
tions in a document, be it the current or another 
document. To start, if you want to mark a partic- 
ular part of a document as the start of one of 
these sections, add the anchor tag, but use the 
NAME attribute to give that section a name such 
as <a name="part2">Here we start part 
two</a>. Of course you do not need to have any- 
thing in between the two tags, but you must 
always close the anchor tag, otherwise all manner 
of problems will crop up. 

To link to this section a normal anchor is used 
again, but a hash mark is used after the docu- 
ments name to show that this links to a section 
of the document. 
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Deatli video 

Intangible Assets Manufacturing has restarted production of Dave Hayrde's Deathtbed 
Vigil videotape for a limited run. The tape chroiiides the Commodore -Anuga engineering 
staff during the end of Comniodore Older s v./ill be processed through 30 June, 1997 All 
copies of the tape v/iiS. be signed by Dave Hayrue. 

The cost IS $35 US plus $6 US shippiiig and handling. The r.apt.^ \vill be produced on a pejr 
order basis, so orders may take up to six weeks to rhip For more information on the 
Deathbed Vigil videotape, visit hn- j-i 7/V.^w/ ia.m ^ hhc-i-i hftTil. 



Particle Accelerators 

RBProdui:;tions of Gilbert, .-ijnzona, has acquired the rights to re pubbsh materi.Al from 
Scientific Amigan, a magazine geared towards the mort technicji jnd sdenufic nspects of 
usLTig the Amiga computex. 
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This link would jump you straight to where the 
part two section is. It is also possible to link to 
sections within the same document, All you use 
is the hash symbol and the name of the section 
you want, like <a href="#part2">. 



Another speciality is adding links to, a handy 
little think that turns people's e-mail addresses 
into links to your mail package. To do this just add 
the e-mail address as a normal link but add 
mailto: to the start of the e-mail address to let the 
browser know it is an e-mail address like so 

<a href="-iai Lto;edi tLaconp.C)eron.cc!.L^k">rtnigs 
Co.i^puting</a> 



Get organised 



Another reason for leaving links to a later date is 
that, before you start seriously on creating a set 
of Web pages, you should really put your mind 
to how you will organise all your pages and 
graphics on your hard drive. A few minutes 
thought now can save a lot of frustration in the 
future. 

To start with you should have at least one 
sub-directory in which to store all your graphics. 
It may even be wise to subdivide this into sepa- 
rate directories depending on how you use your 
graphics. A separate drawer for buttons, back- 
grounds or banners. 

If you are planning to regularly update your 



page you need to give thought to how regularly 
this will happen. Currently, the AC Web site gets 
updated once a month and each new month 
gets its own directory, but this was bad plan- 
ning. 19 months later and 19 new drawers on 
the Web site. Ideally, each month should be 
placed in a year drawer. So you can see if you 
are planning weekly updates, it would be wise 
to have year, month and week drawers, 

Another argument for using drawers is that, if 
at some stage, you want to re-organise your site, 
it is much easier to move a drawer and know 
that everything used by the pages is in that 
drawer. 
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Run-time libraries 

form the 
cornerstone of 
all Amiga 
programmiing 
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oubtless most of you have plenty of 

experience of library function use' 

but I thought it might be useful to 

look underneath the surface and 

explain a little about the arrangements used. 

A run-time library is basically a collection of 
routines accessed via a table consisting of 
series of jump instructions and to execute any 
given routine the library's base address is used 
in conjunction with a negative displacement 
called a library vector offset (LVO) value (which 
is just the entry point in the corresponding 
library jump table). 

Before a call to a library function is made 
the base address of the library is placed in reg- 
ister a6 so if, for example, we consider the Intu- 
ition library's DisplayBeepQ function (used to 
'flash' an Intuition screen) then the 680x0 call- 
ing code will look something like this... 



i^ove. L 



_Intui tionBase, a6 
_LV0DisplayBeep{a6) 



Regular readers will know, however, that I 
always package up such library calls using this 
sort of, a6 preserving, macro form.,, 

CALLS t'S DispLayBeep^_IntuitionBase 

The outcome however is the same regardless 
of how the code is written. The indirect sub- 
routine call results in program control branch- 
ing to the _L\/ODisplayBeep table entry of the 
library-structure/jump-table unit (set up in 
memory when the Intuition library is opened). 
The jump table entry then branches to the 'real' 
library routine. 

Each of the jump table entries are six bytes 
long with the first four - Open, Close, Expunge 
and Reserved - pointing to routines which con- 
trol the use of the library. Open is an entry 
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LIB OPENCtJT 
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point called when the library is opened and is 
the routine responsible for incrementing the 
count of the number of users of a particular 
library. Close is a corresponding routine which 
decreases the user count and, when the count 
gets to zero (ie the last library user indicates 
that the library is no longer needed), one of its 
other jobs is to set a flag that indicates that an 
'Expunge' (library removal) operation can be 
performed. 

The base address returned by an OpenLi- 
braryO call is, in reality, the address in memory 
of the start of the Library node structure shown 
in listing 1. 

A number of flags can be set in the first field 
of the structure (definitions can be found in the 
exec/libraries.i include file) and immediately 
after the flags byte comes a 'pad' field used for 
word alignment. 

The LIB_NEGSIZE and LIB^POSSIZE fields 
are used to record the size of the complete 
library unit when it is set up in ram and these 
fields are initialised when Exec loads the 
library. They are needed by the expunge rou- 
tine which, among other things, has to release 
the associated memory when the library is 
removed. This freeing operation, incidentally, is 
performed by calculating the overall library size 
and then making a FreeMemQ call in this fash- 
ion... 



$0060) with some alternative routine called 
_SomeDodgyRoutineOr it could be done like 
this... 




Listing 1: Layout of a library nods 



JSRLIB is one of the system defined library 
function calling macros. It is .similar to the 
CALLSYS macro that I use but it does not pre- 
serve register a6. It can be used therefore 
when a6 already holds the correct library base 
for the function call. 

Altering 

Once the purpose of these jump tables is 
understood, the mechanisms used to modify 
system functions become almost obvious - in 
order to replace a library routine, all you need 
to do is alter the appropriate jump table vector. 
The Amiga's Exec library contains a SetFunc- 
tionQ routine which allows a program to reset 
a library vector in this way and if for example 
you wanted to replace the Intuition Display- 
BeepO function (which has an LVO value of - 



Fove.l 
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From this point on, any program which called 
DisplayBeepO would end up executing _Some- 
DodgyRoutineQ, instead. The general implica- 
tions of these sorts of changes are far reaching 
and most virus checkers do look at the impor- 
tant jump table vectors, such as those relating 
to the Exec library and trackdisk device, to 
ensure that they are not changed in this way! 

Reentrancy Issues 

For exec-style libraries to be used by many dif- 
ferent programs at the same time they need to 
be written so that they are reentrant. It is in fact 
possible to create an Amiga run-time library 
using non-reentrant functions and this works 
fine providing only one program ever accesses 
those routines at any one time. 

The way to do this is to arrange for the 
library's Open vector to be coded in such a way 
that the LIB_OPENCNT field value is checked 
and, when a second attempted use of the 
library is made, a NLJLL error indicator is 
returned rather than the library base (listing 2 
shows a typical non-reentrant run-time library 
Open routine). 

Non-reentrant Exec style run-time libraries 
are seen occasionally but more often than not 
they are just used as a stepping stone on the 
way to developing fully reentrant code. Why? 
Well, if you haven't guessed, it's because reen- 
trant code is, initially, a little more time con- 
suming to write. 
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Listing 2 An Open routine tor a 
non-reentrant run-time library 
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More Gstyle 
Intuition help as 
Paul OveroQ 
explains Intuition 
messages 




in an InHii 



Intuition always sends information about 
events of interest using an extended Exec 
message called an IntuiMessage. The lay- 
out of this data block, as a C structure, is 
shown in listing 1 and one of its most important 
components is the Class field whose bits corre- 
spond directly with the equivalent IDCMP flags. 

Standard names for these flags are available 
in the header files and they are used to both 
select which types of messages you wish to 
receive (as we saw last month) and to distin- 
guish between the various types of message that 
may arrive at a window's message port. You will, 
incidentally, find details of a selection of the 
most useful flags listed in the flags.txt file on the 
coverdisk. 

Your first step Vi/hen handling an IntuiMessage 
is usually to check the contents of the Class field 
against particular flag definitions so that you 
know what type of message has arrived and, 
once that information is available, you're then in 
a position to interpret the remaining fields. 

The reason that the message Class is usually 
determined first is that the contents of some 
fields depend on the type of message: If, for 
instance, the keyboard device is providing raw 
keyboard data then the Code field will contain 
the untranslated key press character and the 
Qualifier field can tell you whether or not the 
shift or Ctrl keys were also pressed. 

Similarly, the address of the object to which 
the message refers is, where applicable, pro- 
vided in the lAddress field. Whenever you have 
to find out about the current state of Intuition 
objects (e.g. whether a Gadget is on or off) you'll 
use this address to locate the objecfs structure, 
You'll often see the Class and lAddress variables 
used jointly for selecting gadget and menu item 
message handling routines. 

Other fields have fixed purposes. For example, 

□ I C. .. COVERPISK COPE 



««tq^?^.I.c 



r la«s .int CxtraMbt t- 






».}."»« T rurd Uindctu 



nq/deac t ivat im this windowf 



This month's example asks Intuition for details 
about any window movement or window 
activation/deactivation that occurs 



BOOL IntuitionEvent{UiO!*G class) 

{ 

BOOL e)(it_nag=F,^LSE; 

switch (ctasi) { 

case !DCNP_Cl05£UIH00i: exitJlag^TRUE; break; case 

I0C11PJH)iftGEHIHSO«: DispUyBeepiHULL); break; case SI = IDCUPJCTIVEUIfiOOy; Duplayeetlp(^ULLJ; bresl:, 

case IKSP.INKTIVEWIHDOU: Displ3yBeep{NtlLL3; hruk; 

default: e.yit_f la-ii-TRyE; break; 

) 
return(etit_f[ag); 
) 

Listing 2: The C switch statement provides an easy 
way of identifying particular types of IntuiMessages 



each IntuiMessage is stamped with mouse co- 
ordinates and the system time. MouseX and 
MouseY identify the position of the mouse at the 
time given by the Seconds and Micros fields. The 
other two fields in the structure are IDCMPWin- 
dow, which is a pointer to the relevant Window 
structure, and SpecialLink which is used only by 
the system. 

The ExecMessage fields contain data items 
such as the length of the message, which are 
needed by Exec. You are unlikely to want this 
information and you certainly should not inter- 
fere with it. 

IDCMP System 

Our concern at the moment is the structure of 
the parts of the program which handle these 
messages, i.e. detect them, identify their class 
and act on them. 

There are a couple of points that need watch- 
ing: Firstly, when functions such as WaitPortQ 
return it means that one or more messages will 
have arrived at the user port - so a loop arrange- 
ment, able to handle any number of messages, 
must be executed whenever a message signal is 
detected. 

Secondly it is usually necessary to continue to 
look for such messages (or batches of messages) 
until such time as the program terminates and 
you saw how this can be done in the previous 
instalment. 

This month's coverdisk example code extends 
things a bit by asking to be informed when the 
user hits the close gadget or moves, activates or 
deactivates the program's window. Whenever 
any of these messages are received they then get 
passed to a separate function, an 'event handler' 
called IntuitionEventQ, which uses the mes- 
sage's class information in a C switch statement 
in order to decide what to do with it. 

All I'm doing with the example program is 
flashing the screen using the Intuition Library's 



DisplayBeepO function whenever the appropri- 
ate messages occur. Needless to say, the aim at 
the moment is to keep things as simple as possi- 
ble and this method, whilst not producing much 
in the way of output information, offers a 
straightforward and visible sign that an event has 
been dealt with, 

Nightmare 

If you are a new C coder who has never been 
involved with multi-tasking systems before then, 
despite the example program being small, you 
may well be struggling with these event han- 
dling issues. 

Don't worry, we've all been there, and mes- 
sage collection and use does become second 
nature with practice. In short don't worry too 
much - be content initially with trying to 
develop a general appreciation of what is going 
on and, in time, things will start to make sense. 

The good news of course is that once you're 
able to handle one or two types of IntuiMes- 
sages, you are home and dry and catering for 
extra events is just a matter of incorporating 
additional case entries into the switch state- 
ment. 




Listing 1: Formal definition of 
the IntuiMessage structure 
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FISH Strike Eagle, Big Red Adventure dieats, 

Aussie Interview and Grandpa Jo 

plus loads loads more... 





/ 





Sell your granny! All those smart looking games we told 
you about a few months ago should be available by 
autumn, so start raising some capital... 



Epic to publish Alien 
Formula One 



The games wing of Epic Publishing have 
announced that they will be publishing the 
excellent Alien Fl. Alien FT was unveiled by 
author Paolo Catini a few months ago and 
received very favourable comments from the 
Amiga community. Thankfully it looks as 
though Epic will want to include an 'arcade' 
mode in the game so you can go shooting 
around the track without the spinning off at 
every corner. 

In the mean time Epic should be bringing 
out a couple of quality games, the puzzler 
Marbleous and the shoot 'em up Mega 
Typhoon. 





More from Guildhall... 




Maim and 
Mangle 



Maim and Mangle has had quite a chequered his- 
tory. After being cancelled earlier this year the devel- 
opers Demious Design have decided to restart work 
on the project. The game is penned in for a com- 
mercial release later this year with a host of new 
features. 

Maim and Mangle is a real time strategy game 
along the lines of Command and Conquer and 
should, if everything goes according to plan include 
TCP/IP support, night time combat, weather effects 
and up to three different competing factions. 

Like many new Amiga games, Maim and Mangle 
will be on CD-Rom. A graphics board might well be 
needed but, Demious plan to produce an AGA ver- 
sion. You can contact Demious by mailing them at: 
ghornmoeASG.unb.ca 



Guildhall have just 
announced the latest 
additions to their 
range of EA and 
Microprose rereleases. 
In addition to Silent 
Service II which we 
reviewed last month, 
and F15II, Guildhall 
are releasing Blitz 
Tennis, and the excel- 
lent Helicopter sim, 
Gunship 2000 (which we review next month). 

Around about mid July, Guildhall plan to release Cannon Fodder and Can- 
non Fodder II as well as Dune II, Overlord, Sensible Golf, Civilization and Player 
Manager. In addition to selling all these games on floppy, Guildhall are intending 
to release all titles on CD Rom. 

For more info, phone Guildhall on 01302 890000 
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AMIGA ACTION iUElAfS 



And more froivi Ablaze 




Ablaze Entertainment, the developers of Vulcan's 
new beat 'em up, Strangers have revealed details of 
their next Amiga project. Diversia promises to be the 
Amiga's answer to Command and Conquer and will 
feature real-time war strategy and loads of individual 
platoons and units, each with advanced artificial 
ntelligence. As is the growing trend with new Amiga 
games, Diversia will offer network play. 

Apparently the game is currently 25% complete 
and will run on an 030 processor with 4 Mb of Fast 
Ram. The game will also be developed to run on 
PowerPC processors making it compatible with any 
future Amiga. 



Olofight 



The curiously titled Olofight is a new parallax scrolling Beat 'em Up currently being developed for 
the Amiga. Although only in the early stages of development at the moment the game boasts an 
impressive array of features including 10 different fighters, each with 150 animation frames and 10 
special moves. Apparently there will also be objects moving on the different parallax layers creating 
a realistic 3D motion. The graphics are 100% rendered with animated backgrounds. Another novel 
feature is the musical accompaniment which should adapt itself to events in the game. Developers 
The Real Ologram say the game should be finished sometime in August. 



Foundation 



Sadeness Software look set 
to enter the Amiga games 
market with Paul Berkey's 
excellent looking Founda- 
tion. The C&C/Populous 
type strategy game is set to 
be released in November 
and looks set to be one of 
the best games to brought 
out on the machine in 
recent years. Although 
Foundation will run on an 
A 1200 with 4 meg Fast 
RAM the game includes so 
many features and options 
you'd expect a Cray to have 
difficulties. TCP/IP is 
planned, as is CyberGFX 
support. 

Sadeness are offering anybody interested the chance to actually star in the game. The indi- 
vidual Peasants and Maidens in the game need decent names and faces, so if you fancy trying 
to attain your 15 minutes of fame send the author Paul a photo of your ugly mug. 

According to Paul, 'The image can be any format - GIF, IFF, PCX, BMP etc.. but I'd prefer no 
JPEGS due to the lousy compression. JPEGS will be okay if it's a large picture. Any number of 
colours although more than 16 is preferred and 256 or any true colour picture is better. Size 
must be at least 64x64 and the file size must be less than 80k. If it's a JPEG then I'd prefer the 
face to be 128x128 or bigger but stick with the below 80k rule and avoid JPEG if possible...the 
perfect image would be 128x128 PNG format in 24bit colour and any size below 80k.' 

For more information take a look at our Amiga Action interview with the creator of Founda- 
tion, Paul Burkey. 

Send the images in the correct format to paul@sneech.demon.co.uk stating the subject of 
the email as 'Foundation Mug-Shot' . 

For more information take a look at our Amiga Action interview with the creator of Founda- 
tion, Paul Burkey. 





Nothingness 




Developers Melina SoftWorks and Casiopee 
Development have released screenshots of 
a new adventure game currently under 
development entitled Nothingness. We'll 
bring you mere details as we get them... 



BlackBlade 
Beauty 



The Shadow of the Third Moon, the spectacu- 
lar voxel rendered flight sim from BlackBlade 
is available now from the Titan Computer 
website. The game was recently signed by the 
German software company and a download- 
able demo can be found at http://uvww.voss- 
netde/titanhb/ shadow.html. 

BlackBlade are hoping to release the game 
in August, and from first impressions it looks 
being the best game released on the Amiga 
to date. The voxel rendering enables you to fly 
across mountains and valleys reminiscent of 
the helicopter sim Commanche or Terminal 
Velocity. 

We'll bring you a full preview feature on the 
game next month - in the mean time you'll 
have to make do with some screenshots... 
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Blimey! 



Just before we went to 
press we were contacted 
by a new software com- 
pany, Alive MediaSoft 
who told us that they 
have developed a special 
emulator which will 
enable them to effec- 
tively port over almost 
any game from the 
ApplefVlac. 

Alive is already prepar- 



H-BOMB 



M II K' 



.«*. -*.:5->-*^^ 1*1 





ing to release Doom I and II, 
Phantasmagoria and 
LucasArt's Dark Forces. These 
games will most likely require 
8 Mb Ram, hard drive, CD 
Drive and an 030 processor. 
We'll bring you a mas- 
sive feature on Alive's plans 
next month including an inter- 
view with the company... 



Canadian developers Aurora have announced 
that they are developing a new Amiga game 
called H-Bomb (don't worry, it's not about nuk- 
ing people - the H stands for hover). Aurora 
describe the game as being a 'multiplayer blast 
fest" based on the old classic, Bomberman. 
Like almost ail new Amiga titles, H-Bomb 
should be on CD Rom with TCP/IP support 
and internet or network gaming. According to 
Aurora the will enable you to play on 20 differ- 
ent battlefields, along with three other players. 
You'l be able to play in teams or just blast any- 
thing that moves in a four man death match. 
For more deatils contact Aurora at 
http://www.auroraworks.com/ 



Developers Future Tales have released details of their latest project, a 
very impressive looking space trading/3D dogfight type game in the 
same vein as Privateer. According to a Future Tales press release the 
game will be graphically excellent: 

'PHOENIX'S 3-D-engine is based on the latest, hottest chunky-to-pla- 
nar-routines and pushes the AGA chipset to its limits by offering a fully 
textured polygon-engine. Expect highly detailed starships like you've 
never seen before on a native Amiga screen, together with colourful 
backgrounds consisting of clouds, planets and suns. These suns are not 
just ordinary bitmaps, they are lightsources that will produce the popular 
lens flares in real-time, when You take a look at Your ship from the out- 
side. You will discover small, agile hunters, big, slow cargo freighters and 
gigantic space stations.' 

Apparently Phoenix has been produced exclusively on the Amiga with 
most of the graphics coded on a Blizzard 1260-equipped Amiga 1200 
with 16 MB fastram. The animation parts of the game have been 




designed and raytraced using CINEMA 4D and other graphics using 
Deluxe Paint V. 

The pedigree of the game is apparent from those involved in creating 
and designing it. Emmanuel Henne, the computer artist behind the 
excellent Trapped!, and 3-D specialist Markus Poellmann, who helped 
programme Islona's Flyin High are both involved in the project. 
When the game is released in November it should boast: 

- 256 colours throughout 

- advanced 3-D-engine 

- raytraced stills and animations 

- Adventure, Action and Trading based on a linear storyline 

- many different characters 

- more than 15 planets to fly to 

- more than 15 goods to deal with 

- TCP/lP-support (planned) 

- 2 years of development 
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Hugh Poynton dons his flying helmet and geggles 
and takes a look at Guildhall's latest offering 



Almost a decade ago, Microprose brought out 
F15 Strike Eagle in the US. Written by that 
founding father of early gaming, Std Meier and 
play tested by the famous Major 'Wild Bill' 
Stealy, the game virtually launched the com- 
bat flight sim genre. 

Sid Meier went on to make a for- 
tune writing more or less every 
God game imaginable while 
'Wild Bill' started a new com- 
pany. Interactive Magic, wrote 
the immensely successful Air 
Warrior games and grew steadily 
madder until he decided to buy a 
(real) WWII fighter plane to ter- 
rorise the population of California 

Originally released in 1991, Strike Eagle II 
has spent the last few years growing mould in 
a little cupboard at Microprose HQ. Until now 
that is. Guildhall has decided to add the game 
to its already impressive looking range of EA 
and Microprose re- releases. 

And what a worthy addition Strike Eagle is. 
In terms of graphics and gameplay, it is per- 




haps one of Microprose 's finest flight sims for 
the Amiga. A clear and uncomplicated front 
end allows you to choose one of the standard 
theatres of war - Russia's North Cape, home of 
the Northern Red Banner Fleet, the oil fields 
of the Persian Gulf, Libya's terrorist 
camps, round two of the Vietnam 
conflict and Western Europe. 

Once you've chosen your 
field of battle, strap yourself into 
the cockpit and go do some 
damage. The first thing you'll 
notice will be the much 
improved graphics - better I 
would say than even Microprose 's 
F117A- The graduated sky looks amaz- 
ing, particularly on dawn or dusk raids and 
the sky towards the horizon takes on a yellow 
tinge, like you'd see about half an hour after 
the sun had gone down. 

Other touches also add to the experience. 
Your plane is a realistic representation of an 
F1 5, the polygon model ^smoke' pouring out of 
unfortunate enemy looks dynamic and realis- 




tic, and the game plays at a tremendously 
impressive pace. When doing Mach one at 300 
feet the graphics shoot past you quickly 
enough to make you think you might be going 
a little too fast to pull up before that moun- 
tain... 

One novel feature, and something I haven't 
seen on previous Microprose releases, is the 
Director option. Turn this option on and every 
pot shot you take at the enemy (or vice versa) 
will be displayed from the best cinemagraphic 
angle. 

Every time I review one of Guildhall's 
Microprose re-releases I seem to say exactly 
the same thing - go buy it. F15 II is no differ- 
ent, if you've got even the slightest desire to 
hurtle about the sky blowing up MiGs, this is 
the game for you. 
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These are your enemies. They are 
enemies of fashion. Bomb them and 
their desperately unstylish clothes 



Your skill level is represented by the 
size and colour of your moustache 
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the man behind Foundation 



In May 1997, Sadeness Software announced 
it was adding a game title to supplement its 
already successful range of Multimedia CDs. 
To live up to the high standards already set 
by Sadeness' excellent CD-Roms, the game 
had to be a quality affair - rest assured it is. 

Foundation, a fascinating mix of God 
game and strategy war game is penned in for 
a November 1997 release and promises to 
cause quite a stir in the Amiga gaming 
world. We talked to the man behind the 
game, Paul Burkey. 

Ql) Foundation really does look like an 
knpressive project, can you tell us some- 
ming about the history of Foundation. How 
mng has the game been in development? 

A) The game was started as an experiment 
towards the end of 96, i had a bit of time to 
baste because I was making plans for a long 
Roliday with my friends in Brazil. I spent 
about six weeks working on a landscape 
engine based on Settlers. 
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The project was getting very interesting so 
I uploaded a Map Editor to Aminet to see 
what sort of feedback I could get. A 
few days later I was offered a 
free Web site so I created a 
Foundation homepage. 
Over the next two 
weeks the page had 
over two thousand 
visitors and I was 
offered a commer- 
cial deal from 
two well known 
Amiga games 
companies. When 
I returned from " 

my holiday in 
November I 
started developing 
the game properly. 



Q2) Where did you get 
the idea and Inspiration 
for such a game? 




tiers. I had spent so many hours playing the 
game with my friend Barry, who also hap- 
pens to be the source of much of the speech 
in Foundation. We had always discussed th^ 
game's good points as well as its bad and w^ 
always longed for a sequel that 
* ' ''' — would fulfil our needs. 

When the follow-up 
came about we found 
that only the PC plat 
I form was to be cov^ 
>, ered. I didn't play 

I Settlers II but I 

•" _ did gaze at the 
many pictures 
that filled the 
magazines at 
the time. That 
r was how Foun- 

dation started, 
but during the 
/ development I 
have been expose 
/ to some interesting 
'' alternatives. 
vl When I discovered 

WarCraff II it gave me a 
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your photograph off to Sadeness, and you can become a character In the game 



y new outlook and made me realise 
much strategy games had evolved since 
arly days of Settlers. I _ 

since had the oppor- 

;y to play Settlers ^ 

d was amazed 

le wonderful 

hies, but \ 

equally I 

ted at 



Q4) Would you agree that althougf} the 
quantity of Amiga games has fallen in the 
last few years, the quality, complexity 
and specifications of some really 
do supersede anything that 
has come before? Amiga 
games such as Founda- 



tion, Explorer 2260 and Alien FIGP surely 
would have been unimaginable only a few 



A) Yes, I think programmers like myself are 
finding out how easy it is to support the 
high-end Amiga. Writing a game that works 
for graphics cards or sound cards is very 
easy thanks to software like CyberGraphics 
or AH I. Faster processors give more room 
for creativity and the Amiga's natural multi- 
tasking combined with the power of the 
Internet opens up a new area for Amiga 
games. 

The CD format provides another way for 
developers to be more creative. There are 
fewer restrictions to worry about and the 
latest flow of game developments just goes 
to show how things are changing for the 
good. 

Q5) What are your plans after Foundation? 
Do you want to write games for PowerPC 
Amigas? 

A) I will start developing for the PowerPC as 
soon as possible. As for my future game 
plans, I want to create a true WarCraft II 
style game. It will trade the complexity and 
presentation of Foundation for a faster pace 
and a more back-to-basics approach. For 
now, all my efforts will be put into Founda- 
tion but the future does look very interest- 



Next month - an in-depth preview of Foun- 
dation. 
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How do 
go about 
Sning a game 
is size and com- 
iy? Did you have 

*ame's features and ^ 

7ns in mind when you set out to wr 
\ame, or have they evolved over tin 

^erything is evolving all the time. Yi 
\ don't realise how much fun somet 
be until you play about with it, and 
$ the way 1 like to work. It's also gq 
low when something isn't working, 
to listen to other people's ideas but 
:ult to fit everything into the game wr 
liings getting to chaotic. 
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As you can see, the graphics are excellent 
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Australian Software developer, GeoSync Media, 
is an ambitious bunch; 1997 should see the 
release of a whole host of quality games as well 
as a possible diversification into multimedia. 
Hugh Poynton investigates in part two of his 
interview with head honcho Andrew Hawkings 



^ Do you believe that, because the Amiga is a 
relatively easy and inexpensive format to 
write for compared to the PC, you are more 
likely to discover genuinely talented program- 
mers and game concepts? Does the fact that 
writing for the PlayStation (via the 'Yaroze') 
or PC is so prohibitively expensive that the 
games that will emerge will be less origi- 
nal and safer? What advice would 
you give somebody hoping to pro- 
gramme and produce their own 
game on the Amiga at the 
moment? 

QYes, the Amiga will continue 



to spawn radical programming 
teciiniques because you have k) do 
til at to compete witli t fie other 
machines. Yes, it is easier to start 
writing on the Amiga at a low cost, 
am still buying ail the packages to 





Star Fighter GeoSync's flagship product 



The Star Fighter demo is available 
from Geo Sync's website 

write on the IBM. I figure it's going to cost me 
about $1 000 US just to start. As for the 
PlayStation, I've read about the black Yaroze, 
and I'm very impressed. This type of develop- 
ment is a great idea, being able to share 
resources with others on the Net. 

If I were to write for the PlayStation I'd just 
have to start subverting the dominant paradigm 
and produce 'guerrilla' games, just to know 
what I could get away with and what the 
PlayStation was capable of. I don't like routine 
game production, it's just not right. Computers 
are there as tools, not bibles. 

That's what I like about the Amiga commu- 
nity. So many people write stuff on it to prove 
that 'the Amiga can do it too'. It's very healthy 
and refreshing. 

My advice to potential Amiga developers is 
this, 'just Do it'. There is a wealth of support 



ea 



AMIGA ACTION FEATURE 



CiUil information on the 'net, it' you get ^tiit k. 

The Arnica has a i^w tVic^ndlier OS and you 
can liasitaily start I'rom nothing. No outlay. 
Well, a couple of hundred bucks is about it. 
Learn machine cocie right away. Even if it's just 
to open a window in Wt^ and pipe text lo it. 
Assembly is a great 'tooit)Ox' that lets you do 
things higher- level languages won't, There is a 
market there, waiting for your next OS busting 
classic. 

On a very serious note, the Amiga is at risk 
ot extindion from a bad reputation (AMIGA - 
A Merely Insignificant Cjanies Addiction) <.\[m\ 
bad {or rather non-existent) advertising. Who 
remembers the phrase, "Are you keeping up 
with the Commodore, because !he Com- 
modore is keeping up with you^'" That's the 
last TV ad I saw ior the Amiga. The Amiga has 
a far superior architecture and OS to the IBM. I 
would like to see the IBM go back to just busi- 
ness apps and the Amiga take over as the ulti- 
mate multimedia station. 



What do you think the future holds for Amiga 
Qgaming? Do you think that the games indus- 
try is going to gradually concentrate on writ- 
ing games for very high spec Amigas or even 
PowerUp board equipped machines? 

I believe with a higher spec Amiga, say a 
©68040, 2Mb chip(or CFX card), 6Mb Fast, 
500Mb HDD, 16-bil sound, 8xCD-Rom as 
standard, we can compete with vvhat-ever the 
IBM developers churn out. I also have more 
respect for the Amiga developers because they 
optimise to suit the machine rather thafi bloat- 
ing code and expecting users to have a 
500MHz IBM with 1.2Cb ram, 256xCD-Rom 
and 68cm Holographic Monitor, it's just ridicu- 
lous. 




Geo Sync currently have five projects 'on the boil' 
including this ace tank game. 



I would like to think that with the 
advent of thc^ PowerPC the Amiga 
will take-over as ihe \iltimate mul- 
timedia statitin'. I think thc^ future is 
bright for fellow Amigans. 



What plans do you have for the 
i future? Ideally, want sort of 
game would you like to write next? 

I'm writing it, "Star Fighter" is the 




If all goes according to plan 

the finished Star Fighter will 

include FMV 

Qgame I wanted lo play when I bought 
Wing Commander et al. "Star Fighter 2" (if 
the first one is ptjpular) will comprise t'uil 
motion video ior the cut-scenes, multiple 
story lines, Internet play - the works. I am 
developing some 3l~) sound technitiues 
which will be added to future projects. I'm 
also looking into liardware projects for 
total-immersion experiences. I have a few 
(Jesigns in mind. 

GeoSync Media will also move into 
film, music ami multimedia product lOfi. 
I'm also a big idn of educational tools mm\ 
I have an edu( alional game in p re-prod uc- 
tiofi \^'hich will l)e dual platform 
(Amiga/IBM). But mainly I want to btKome 
a software project manager. I would like to 
vvork witli a com[)any with talenled staff 
,mc\ host marn' ^[CiW.c product^. Fliat's is 
where I'm heading. 



Your Star Fighter jumping through hyperspace 
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SMELLY BLOKE 




This month the smelly old bloke 
takes a look at Origin's classic 
Wing Commander series 



You'could quite easily say that the com- 
puter game industry has much in common 
with the pop industry - huge amounts of 
money are there for the taking and most of 
it is taken by seamlessly produced but des- 
perately unoriginal one hit wonders. How- 
ever, every now and again somebody will 
use a little imagination and look a things 
just that little bit differently. What they 
come up with will set the standard from 
then on. 

Wing Commander did precisely that 
back in 1990 when it was released. Until 
then, space shoot 'em-up games obeyed a 
very simple formula: Pilot your little space 
ship along a scrolling screen blowing up 
little UFOs and alien ships as you go. Story 
lines and settings definitely took a back 
seat. 

Wing Commander took a radically new 
take on the old genre. The game seemed to 
be a cocktail of genres and ideas. Take two 
parts Top Gun, one part Star Wars and one 
part WWII John Wayne Flying Tiger's type 
gung ho movie and you'd have a fair idea 
of the story line. You are one of the Earth's 
best fighter pilots confronting a threat from 
beyond the stars, a vicious race of aliens 




called the Kilrathi. These feline-like aliens 
have launched an offensive against earth 
colonies on nearby star systems and, as the 
attack is beginning to threaten earth itself, 
you have to confront the foe. 

What really made the game special was 
the immense care and thought that had 
obviously gone into it. Rather than just feel 
like you were undertaking unconnected 
and unimportant missions, each mission 
would have a direct effect on your career 
and the outcome of the war in general. On 
your actions would hang the future of an 
entire corner of the galaxy. 

You wouldn't be alone in your fight. As 
you progressed up the ranks you'd fly with 
wingmen and women, some calm and col- 
lected and likely to obey your orders, oth- 
ers loose cannons who would disregard 
any orders they didn't like. 

The whole game had a feeling of 'fight 
the good fight' about it, like one of those 
old black and white war movies where US 
navy pilots hold back the Japanese 
advance, no matter what. The game was 
, enveloping and brimmed with ideas, from 
the little joystick on the screen that moved 
as you movcTl the controls to the fact that 
the Kilrathi ships had a totally different 



design from the Earth ships. 

Wing Commander's reception was rap- 
turous. ''Stunning graphics, attention to 
game detail, a remarkable 3-D combat 
machine" said PC Magazine. "This is the 
way space combat should look" pro- 
claimed Amiga Power. The game sold by 
the ton and achieved, some would say, the 
impossible by proving to be more popular 
than the graphically superior, Cjcorge Lucas 
produced X-Wing .It was inevitable that an 
idea so fresh and original would spawn 
imitations and sequels. 

Wing Commander junkies didn't have to 
wait long for their first fix. In the last seven 
years no less than four direct sequels to the 
original have come out, as well a.s spin offs 
such as Wing Commander Armada, Wing 
Commander Academy and the very suc- 
cessful Privateer series. The beauty of the 
story line was that each new game would 
be the next instalment - giving it more 
direction than just straight sequels. 

Wing Commander IJ saw the hero of the 
original, Commander Blair posted on the 
distant world of ("anearvon at'ter being set 
up for a devastating attack on the earth 
forces. Fighting his way t)ack up through 
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the ranks *tacter has to reveal the 

plot agaiiisi mm <\\kI destroy the Kilrathi 
HQ threatening your corner of the galaxy. 
The third instalment saw you attacking the 
Kilrathi homeland and bringing peace to 
ihc^ galaxy, while in the fourth the cea^' 
proves lo be more dangerous than the 
p0cx:e. 

As the Wing Commander seric 
gressed, so the game has grown. Origin 
ploughed an unprecedented S8 million into 
Wing Commander IV and what it invested 
in W^ing Commander V, God only knows. 
From the humble bit mapped beginning>, 
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the latest Wing Commander needs a hel'ty 
Pentium to hurry along its SVGA texture 
mapped graphics. The PlayStation disk 
requires four CDs. The FMV between ih(^ 
fighting now features Mark Hamifl, Malcom 
McDowell ' 'proper' 

actors. 

As yet there is no sign that the Winp 
Commander series* is running out of ste. 
The game is one of Origin's flagship pr^ 
ucts and a casual search on the Internei 
will reveal thousands of committed (and 
slightly mad) fans. Wing Commander V ; 
currently under development and, runv^ 



has it, somewhere in Hollywood a Wing 

( ,,,^,>, ,.wj... — . ;,. ;. ;,^ ^\^^ planning 

i torn us numnie origins on the Amiga, 
through to its more recent incarnations on 
PlayStation and PC, Wing Commander is 
undoubtedly one of the most successful 

omputer game franchises in the industry. 

\lthough at the moment only the original 

Ving Commander is available on the 
Amiga, Click BOOM's recent wish lis» v.^ 
\VC2 and WC3 being one of the top 
' hoices for a port over to the Power Mtri:.,,. 

() fingers crossed... 
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Dirtg TtaXtsn Scoundrel*! 
theat Page 



TEST DRIVE H 

Are you as good at driving as Maureen from ' 
The Driving School'? Well worry not, here are 
a few cheats I compiled for the excellent Test 
Drive II. During play type any of the following: 



"OUTRAN" 


This will put you ahead of the 




other cars 


"AERF" 


Gives you an extra life 


"GASS" 


Brings you to the gas station 


"BRUCE" 


Changes the sign on level two 


"GASST" 


Get to the gas station with 




average time 


THEME PARK 




EH as your business acumen deserted you? Try- this 
cunning cheat: 

Insert disk three to load the game without the 
intro sequence and, as the screen goes blank, 
press 'C a few times. When the game has 
loaded, select a new game and switch onto the 
map screen. Yoii should notice that your player's 
name has changed to "It's You, Buddy". Now 
when the game starts, you will have plenty of 
cash in your bank account. 

Also, by entering different names you'll be 
able to access some really handy cheats. Enter 
"FLIGHT SIM" for the name of the park and you 
will start the game with 200K instead of the usual 
1 30K or enter "DEMO" for the name of the park 
for a ready made one. 

This game really is a bounder's paradise - 
there are cheats ever>/where. Try this one: Posi- 
tion a bouncy castle anywhere in the park and 
pause the game until you notice the writing 
above the entrance speed up. Type 'L', (pause)/r, 
(pause), 'V, (pause), 'E', (pause), 'C, (pause), 'A', 
(pause), 'S', (pause), 'H', (pause), 'P', and 'P'. You 
should now get a new shop and ride ever>' year. 

Build a fantastic roller coaster by building the 
smallest possible loop (using as few sections of 
track as possible) around the rides embarkation 
point. Open it up and close it down immediately 
(to only be charged for the tiny ride). Now 
remove the tiny loop and build your dream 
coaster free of charge. 
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UFO ENEMY UNKNOWN 

If combating alien forces is emptying your wal- 
let, try this little cheat. Quit playing the game 
for a while and building uf) your stores save 
the game. Exit the game and go into your cur- 
rent save game directory and make a copy of 
the base.dat file. 

Boot the game back up and sell everything 
you have. Save the game again and quit. After 
doing this replace the base.dat file with a the 



Well hello again! You know 
the drill - Dunhill in the 
holder^ pour G&T and come 
and peruse my collection of 
cheats old and new 



copy of the original that you made earlier. 
When you resume the game you'll find that 
you'll have all the money from the sales that 
y o u ma d e f_) 1 u s all the ec| u i f j m e n t y o lj sold. 



UFO ENEMY UNKNOWN, 
CD32 (MICROPROSE 

Here are a couple of little cheats for the CD32 
version of UFO. Simple one this - when you 
desperately need supplies to arrive, save the 
game and return to geoscape. Your supplies 
will arrive instantly. 

Here's another one. Save your game and 
reset the machine. Load up the saved game and 
go to the based information screen. You will 
see three base icons, click to the right of these 
and another four icons should appear. Click on 
any of these icons (apart from the one with 
symbols as a name). When the base screen 
comes select transfer and your current base. 




VIROCOP 



Here a few level codes for this old actiorier: 

()2"VGKjFVS" 

O.VMTPjMjN" 

C)4"MDSPTSK" 

OS'TDTSSTF" 

OfV'TVTSKTF" 

07"RNJVjF-^j" 

OH"DMSSiMCj;Vr' 

C)^}"HBjTHLT" 

l()'X:LViMCCG" 

IT'BHFFNSR" 

12"C:HNFGTC" 

l.r'lBPFMFL" 

]4"BLKFFjMB" 



WING COMMANDER 



Wing Commander ran be a very tricky game 
lo i)lay, so try this little tip. Launch VVInt; Com- 
mander either from cli ctl to the directory 
where VVC^ is installeti or DFO: if playin;^ from 
fl()|)py. 

Tyf:)e "Wing h(l Origins-tonic" and press 
'RETURN'. Take care \o type it exactly as 
shown - the cheat won't work if even the case 
is wrong. During play hokl down 'SFHIFT' and 
press T5' to destroy any marauding Kilralhi. 
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WORMS (TEAM 17) 



Those jokers at Team 1 7 always include loads of 
special hidden t heat modes in their games, try 
these tor Worms. On the title screen, Type in 
'TOTAL WORMAC^E" tor Sheep Mode. If you 
are using a joy pad press green, up, pause, 
pause, yellow. This should give yoLt three sheep, 
one banana bomb and a mini gun straight away. 

Improve your wormy martial prowess by 
learning the legendary 'prod move'. C]et next lo 
your vi( tim and press away, away, towards, 
towards (in other words, if your worm is facing 
right [)ress left, left, right, right). The secret move 
your worm Lises will take your breath away. 

There's tiuite a lot of fiin to be had in the 
secret custom level option. Gravity, friction, sky 
and water colours ran all be cho()ped and 
changed about to suit you. Instead of saving 
your level as FISHCAKR.WRM, save it as FISH- 
CAKE. ??('{'. WRM (the four question marks being 
four numbers). 

The first number sets gravity; one being very 
low and five very high. The second number 
controls friction. Again this can be set between 
one and five (one very low, five very high). The 
third and forth numbers are the sky ant I water 
colours antl tan be between one and nine. 



LEVEL CODES: 

'M 80:^92 1 718" 
"3549908729" 

"252101H29" 
"345076839" 



Weirti scrap yard level 
jungle level w/ crashed heli 
on island 

A perfectly curved island 
Bridge over troubletJ island 



"1 706205299" Arctic caves 
"THORAHIRD" Explore her hidden depths 

ANIMAL LEVELS: 

"954338916" Sneezing alien elephant 
"281 0298544" FHorse sticking head out of 

water 
"3376459905" A l)it of a tricera 



XENON II 

Bored with certain levels? Just pause the game 

and type "RUSSIAN AIR", then unpause the 

game. Pressing 'N' will now skip levels. This 

doesn't work on all versions. 

Tips 

Try lo stick with your best weapon, and end up 

with two Cannons, two Lasers, and either Side 

Shot or Rear Shot. Always spend your money 

as you cannot take leftover cash. 

Monsters 

SNAIL Shoot at eye, avoid mines. 

ALIEN Shoot eyes at either side 

at top. Scroll back and 
shoot centre eye. 

SPIDER Destroy as much web as 

possible. Fly down to 
face spider and fire con- 
tinuously. 

CRAYFISH Travels in figure eight. Stay 

belo>A' and fire in its face. 

SNAKE Attacks from left of screen. 

DRACiON Shoot the side heads 

first, then tail, then main 
head. 

HEAD Shoot both eyes, avoid- 

ing laser fire and extend- 
ing tongue. Shoot at head 
when tongue goes in. 

TANK Use missiles 

GRAND SPACESHIP Shoot all cannons until 
totally destroyed. 
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N^dven 



Hugh Poynton talks you through 
the fiencijshly difficult 
Big Red Adventure 



\ 



Soeint-i as Big Red Adventure has.just been 
released on the Amiga, it won't be-long until 
people start head hutting the monitoritfut of 
sheer frustration. To keep you cool ancrk) save 
you having to buy another monitor, AmigS 
Action has decidetl to guide you through thl 
trie ky puzzler. 

Hotel Room 

Relaxing in his forrilorlable Moscov^' hotel 
room, Doug examines photographs he took on 
his tour of the Kremlin museum, hiis c riminal 
brain isworking on a fiendish plan to steal the 
Tsar's crown. Using your inventory, open the 
envelope to fliscDver the pht)tographs from tlie 
museum. They have l)een develof)ed as fol- 
lows: 

Picture 1 : The crown picture shows the loca- 
tions of the scanners 
Picture 2; Museum security at front door 
Picture 3: Museum roof and trapdoor 
Picture 4: Same gallery, but includes one of the 
cameras 



Piclui 



Miss Glasnost 1993 at = 
show in \lcc\ Square 




Examine each photo carefully. Pic 
case using your inventory options 
examine the contents, hiere you 
will find a tape recorder 
"■V^nd a tape measure for 
usiyater in the game. 

fNOI^ move over 
to the clli^k with 
the TV se!?|jn it 
and pic:k uplJie 
camera and \ 
then the remote 
eontroL using it 
to turn on the 
TV. You will 
now be watt hi ng 
the q\m\ of the 
Matrioska .Show. 
The sfiows presenter, 
StroganotT, will loll you 



fashion 

k ^j#me suit- 
and 



The Foyer 

In the hotel foye#/ou will find a rope that 
serves as a handrail on the staircase. Pick iLtp 
C[\m\ iIkmi go to the porter and gijphim 
your keys - tlien leave dM^otel. 
Once outsid^lP^to the 
newsagents. Mbok at and buy, 
all the magftines. If you 
run out of ftl^ just wis 
gle the TV aeniWround 
in the coin slot and hey 
presto, you'll get 
H a noth^^^iiijjjne . 
T^n^ffe New Pra\''da 
you'll find the follow- 
ing quest if in^: 
1 . Ho\A4many Rs are " 

V the re on ^ ^ la bel o\ Dos- 
)yevsk Cavia? 



Doug gets a tour of the Kremlin 
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Red Square 

Walk to Red Square. You 
should find a large statue in 
the ceny£Jitfl|^fluare - 
nengffWiJhe 
Woi the statue. This fllfces 
you across to the bur^r 
jc 

There, goto^gtt|pPf^it 
^W^W^^Wmmethe old red 
c.ir and find a broken camera. 
Take the broken camera and 
examine it to find a brand new fi 
and then walk over to the burge] 
Buy a vodkacola and then a s. 



from the cou titer Riifore walking back over to 
Red Square. \ 

Next, wander aboiAchatCing to people, 

you'll pick up sonne vaLable information. Head 

straight to the first manTi the queue for the 

GUM store. Talk to a big hairy bloke who tells 

''^^■■■■■J'lfliu that the queue is lc),f' razor blades that have 

ea I you r bu rgf^ j u s t co m c tet^^todyifte r m o n t h s . 



and don'l drink 
your cola, just take 
the salt and the bread 



Lsq 




' the photographer is a bit of ; 
have to get him to take 
. After the third I 
3ut. Ask to bori 



After finishini^nat conversation go to the 
apanese tourist, standing in the middle of the 

uare. Talk to the tourist and give him your 

so he can take a picture of you with the 
the background 

Unforl 
spanner, so 
quik^ a few pic 
ture, your film 
from the tourist, bef3k seiectia^tHe spart^ film 
until you manage to rflgjawTThe fourtli 
|.jhoto i^ correct, shq^fflg Doug beside the 
slalue about haKal^ize.-This will help to 
work out hoiiiifTigh tlie statue is in cans of 
Vodkac^ 

ne the photo then measure the can of 

a with the tape measure you found in the 
case. To do this, select the can and keep doing 
so until Doug works out what to do. The can is 
12cm tall, Doug is 168cm tall, and the statue is 
twic e his height, so the statue is the height of 
28 cans of vodkacola, This answers C^)uestion 
two on the free ticket. 

In order to answer Question three, go ba- 
to the scales to the left o\ the new^agcMUs. On 
arrival, weigh yourself and then e<it thie burger 
a n d we i g h you rse I f aga i n . The d i f fe re nee g i ves 
you the weight of the burger. You will fiftl that 
Doug has put on seven pounds, so the v^ight 
f)f the burger is seven pounds. More ne: 
month... J- 

/ 
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Hugh Poynton takes 
look at The Domain, a 
new PD dedicated 
Amiga games magazine 
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As we all know, a couple of years ago the big 
software houses si art eel to lose interest in the 
Amiga. The PC was becoming the norm and 
with the advent of high spec 486 and then 
Pentium machines, games quite simply looked 
smoother and sexier on a PC. 

Amiga games magazines have suffered the 
same fate - slowly and inexorably, readership 
has leeched from every major Amiga publica- 
tion. Amiga Sh()()per closed a few months ago, 
followed by A\miga User International. Just as 
the Amiga community started developing its 
own 'grass roots' hardware and software solu- 
tions to those problems that no games manu- 
facturer or hardware retailer could afford or be 
bothered with, so loo have magazines starled 
to emerge for the still sizeable numl)er of 
Amiga users. 

Although not of the same quality as [profes- 
sionally produced publications, these maga- 
zines are written by thtise WMth expert 
knowledge and a passionate interest in the 




es like Aquanaut show the high 
quality of some modern PD games 



subject. Admittedly, most of these 
'fanzines' are boring and unoriginal, 
which is why when one comes 
along that is actually interesting and 
readable you sit up and take note. 

The inspiration for The Domain 
came about a couple of years ago 
when things started to look bad for 
the Amiga. "In the past two years or 
so, when our beloved Amiga was at 
a low point, the only thing keeping it 
alive was the committed user base 
and, of course, the PD scene. With 
the Aminet thriving and more and 
more 'home made' games becoming 
available, Robert Iveson decided that 
there was definitely a niche for a PD 
games magazine. 

Starting off with an 020 A 1 
a copy of PageStream 2.2 UK 
and a Canon bubble jet 
printer, Robert set to work 
on issue one of The 
Domain. Backed by a 
number of Public 
Domain libraries, Robert 
launc bed the first maga- 
zine in the Spring of this 
year. 

With issue one sold 
out and issue two selling 
just as well, Robert has 
been pleasantly surprised 
by the success of the 
magazine, "Initially, I was 
quite surprised at such great 
feedback" he says, "I have 
received letters of praise and 
requests for further issues". 
Robert is very optimistic about the 
future of the PD scene, especially with the 





Sun IS just one of the PD games 
featured in the Domain 



development of the PowerPC 
Amiga. 

"The PD scene will 
always bloom. It's great to 
see so many f^eople produce 
such quality programs for 
our machine. There will 
always be coders out there 
who'll take advantage of 
the higher spec systems, it's 
people like this that need 
to see the Amiga better the 
PC. And with the dawn of 
the PowerPC then things can 
only get better." 

If you're interested in get- 
ting hold of a copy of The 
Domain, contact Robert either by 
snail mail (41 Welstone Garth, Swin- 
now, Leeds) or on e-mail him at thedo- 
main@enterprise.net 
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nOr in 6 man in Shetland who 
was worried about paying 'through 
the nose' for what was advertised as 
a service 'without the excess'.... 
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Zetnet Services explain why 
some providers can be a 
false economy. 



m 01595 696667 
|§] 01595 696548 
S info@zetnet.net 
http://www.zetnet.co.uk 

zecr)ec 

internet service 

Contact the world 




© No set-up fee 
(D UK local call access 
CD No on-line charges 
® 5Mb Web Space - Free 
(D Fast modem access 

(Standard service supports 33.6kbps) 

© Free technical support 

® Free software 

£90.00 annual subscription or 
£8.50 per month (INC vat) 



Advert created using W^ri ^ht 
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REASONS TO BE CHEERFUL 

In these 'interesting' t/mes for the Amiga computer, hiiSoft would like to express its total commitment to the Amiga and its users. And 
what better way than offering you the best software and hardware products at unbeatable prices! 
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The Classic Squirrel and the Surf Squirrel have revolutionised the way you use 
your Al 200 and A600 computers, making it possible to add up to 7 SCSI 
devices such as hard drives, scanners, Zip drives, CD-ROMs etc. With SCSI 
you get a complete, easy-to-fit and easy-to-use system that is fast, reliable and 
expandable. And now it's even more affordable than ever! 

As the developers of the famous Squirrel 
SCSI interfaces we have been able to 
shave margins to the bone and bring 
some unbeatable CD-ROM deals. 
Just look at what you get in each of 
our great Squirrel CD-ROM 
packs: 

• Choice of internal or external 
CD-ROM drive. 

Choice of 2-speed, 4-speed or 1 2-speed drives. 
Choice of Classic Squirrel or Surf Squirrel interfaces. 
Choice of 3 FREE CD titles to get you started. 
Power lead and cables where appropriate. 
Full manuals on how to set up and use your new equipment. 
Extensive after-sales support, direct from HiSoft. 

All you have to do is pick up the phone and call our friendly sales staff, free 
of charge - we will advise you on the best choice for your system and put 
together the best Squirrel CD-ROM pack you can buy 



Squirrel CD2X (aa<.uc Squirrel 2-ipeed Exiemat CD-ROM. 

choice of 3 f R££ CDi •) £99.95 

Squirrel CD4X (as CD2X bul wah (a<.i qu^d-speed CD-ROM) £1 49,95 

Squirrel CDI 2X fas CD2X hut with ultra-fast 1 2-speed CD-ROM) £239.95 

Surf Squirrel Option ((aster SCSI plus ullra-fasi serial interface) + £30.00 

Internal Option dor fitting in lower case or your own cdse) -£35.00 



'Currenl CD lilies include ACiA Experience 2, Global Amiga Experience, Crandslam Gamer Cold, 
Sweet luuch, Women of the Web & The Kara Collection 



2-Speecl CD-ROM 

Classic Sauirrel 

3 CD Titles 
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The revolutionary Zip drive from 
Iomega is one of the major 
technological developments of the 
90s, and it works perfectly on your 
Amiga with HiSoft's tailor-made 
Squirrel Zip kit. 

SQUIRREL 
ZIP100 RACIC 



The complete ZiplOO pack for any 
SCSI-aware Amiga computer: 

• Zip Drive including 1 cartridge with PC/Mac Zip Tools, 
25-way to 25-way SCSI lead, manuals etc. 

• HiSoft Amiga Zip Tools software with Amiga-specific 
user manual. 

• Special 25-way to 50-way converter for use with 
Squirrel SCSI or other SCSI peripherals. 
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for Bximtlns SCSI 



with Classic snuirrei 
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This amazing-value printer allows truly stunning photo-realistic quality, 
with no banding, when used with the Canon Studio software package. 

This pack includes printer, Amiga printer lead. Canon Studio and 
free photo-realistic cartridge offer. 



Cincmaao CO EHition £f99.99 

THc Whippet £aa.9S 

Megalosouna £S9,9S 

CiarSt^ 16 sampicr £B9,9S 

ProMKDK interface £sa.9S 

meaia MACiC £39.9S 

Maxon mnCiC £19.9S 

Disk MACiC 2 £S9.9S 

twist 2. aataifase £e9.9S 

l^rtnite eontms C19.9S 

TermiteTCP £S9.9S 

iBrowse 1.11 £S9,9S 

Het3Wei9 1 £29.95 

Metswei» S £S9,9S 

web Explosion CD £aa.9s 

Personai Paint 7.1 CD £3a,9S 

Sfeupae 3 nssenti$ier £a9.9S 

HigttSpeea Pascal £S9.9S 

stutiio s £aa.9s 

ProPUgfit £19.9S 

SMD-Wa & 4 UideoCOs £1€9.9S 
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Confused by all the hype about the internet? We're not surprised. But here is the no-nonsense, 
quickstart pack that contains all you need to connect, to send and receive email, to transfer files, 
to access those essential newsgroups and to browse the world wide web. The brand-new Enterprise 
Net&VVeb pack is a breeze to install and a joy to use - here's what you get: 



ENTERPRISE 



NET&WEB PACK 

33,6bps FaxA^oice Modem - cream 

Modem & telephone leads 

Easy install program 

Free 30-day trial account 
with Demon Internet 

Net&Web Software 
FfP file transfer 
HiSofi Mai! email 
I Browse browser 
Usenet newsreader 
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- ENTERPRISE — 
NET&WEB+ PACK 

Everything in the Enterprise Net&Web 
Pack (see left) p/u5 

• JermiteJCP, 
software that 

supports ppp for 
connection to any 
service provider. 

• Amtga Surf in' Book, full 
of invaluable info on the 
internet, 

OS 
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TO OflDErt CUkLL OSOO 223 6GO 

Call tree {within (he UK) to order any HiSoft product, using your credit/debk cdrd. We accept Mastercard^ Visa.. Switch, Delta, Anwrican Express etc. 

at no extra charge. Carriage is £3 for software. £4 for hardware (2-3 day service) or £6 for guaranteed next day delivery (for goods in stock). All prices 

include UK VAT. Call, fax or email us for export prices. We also accept cheques, POs and official purchase orders. © HiSoft 1997. E&OE. 



